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10 GEC Datachat Modems, Honeysoft Interfaces, Micronet 
subs, more modems, a printer, Zoids, Hardware and hundreds 
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RAMBO HIST BLOOD PARTTT 


£ 6.95 


Official game of the film. Take the role of Sylvester Stallone in these 
action-packed battle sequences. 


KNIGHT RIDER 


£ 6.95 


The indestructable car from the winning T.V. Series with you as the driver. 
"The ultimate-driving team"! 


FBANKIE GOES TO HOLLYWOOD 


£$. 


Award winning arcade adventure. Discover the power of Zap as you 
the secrets of the Pleasure Dome. 


Ocean House • 6 Central Street • Manchester • M2 5NS • Telephone 061 832 6633 • Telex 66VV// Oce 











































































STREET HAWK 


£8.95 


Become the hunter and the hunted in this breathtaking simulation of the 

famous T.V. series. Using hyperthrust you may survive...burn tread on 
the streets! 


£ 8.95 


Discover the dark secret of the reptilian invaders as you head the 

resistance to attack the alien mother-ship. 

MATCH PAY - 




Best selling Spectrum soccer game now available for your Amstrad. 
3-D simulation with real 'live" match play. 


Ocean Software is available from selected branches of: 

),WH SMITH LASKYS, Rumbelows 


Spectrum Shops and all good software dealers. 
























































"CYBERUN" recommended retail price £9.95 inc VAT. 

Available from W.H.SMITHS, BOOTS, J.MENZIES, WOOLWORTHS and all good software 
retail outlets. Also available from ULTIMATE PLAY THE GAME, The Green, Ashby-de-la-Zouch 
Leicestershire LE6 5JU (P8fP are included) Tel: 0530 411485 
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^ TOP CHRISSY PROGRAMS 
18 CAULDRON 

*, It's Magic! Drive your Old Hag around a hostile 
landscape searching for the ingredients needed 
• for a spell to get you to the Magic Broomstick. 

, 26 BRUCE LEE 

Fighting action in the castle of a wizard. The evil 
Green Yamo and Black Ninja do their best to 
thwart you. 

32 SPY Vs SPY 

One or two player action in Beyond's game of 
skulduggery and sneakiness. 

82 YIEARKUNG FU 

More Oriental fighting action, this time in one of 
, the best martial arts game's the team's seen. 

* * 92 STRANGELOOP 

• Your mission is to save a factory from alien 
invasion. An arcade adventure in which you evade 
androids. 


CHRISTMAS SPECIALS 
84 PREVIEWS 

A quick roundup of some of the better games that 
should be on the streets soon 

TALKING TO THE WORLD 

Chris Honey leads your Amstrad by the User Port, 
via RS232 Interfaces, to a telephone 

37READERS AWARDS 

Your opportunity to heap praise on those who 
deserve it. 

86 A PEEK INSIDE GARGOYLE 

Roger Kean and Robin Candy went to Dudley 
and entered the Gargoyle Lair 
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THE MAIN HEADINGS 

7 EDITORIAL 
f 8 ON THE SPOT 

, Another melting pot of opinions and views, anno- 
, tated by the OTS team of letter transcribers and 
commentators. 

13 NEWS 

A run down on what's happened, what's happen- 
•i ing and what might or should be happening soon. 

45 AMTIPS 

Robin Candy reveals a map of KNIGHT LORE and 
offers tips, hints and the odd cheat on a host of 
games. 

66AMTECH 

Roy Jones looks at a disk utility that lives in the 
public domain. Gary takes the Liddon off his sand¬ 
wich box and peers inside the first of three BASIC 
i extension ROMS that get Locomotive BASIC 
moving More word processing on the 
Amstrad with Newword and The Word. Soon 
Spencer will have no excuse for spelling it "disc" 

\ 97 FROM THE UNTIDY DESK 

Mr M comes cjean (but still doesn't tidy his desk). 
He's not working in a grotto at all. From his desk 
come reviews of TERRORMOLINOS, 
MINDSHADOW, and a trio of games from 8th Day, 

\ amongst other things .... 

102 STRATEGY 

Michael Jampel examines wargaming, as it can be 
assisted my the microchip 

114 SILICON ART 

I ,n which we take a quick look at the state of 
computer art 

119 THE TERMINAL MAN 

The next installment of action ... 


AMTIX! COMPETITIONS 

' 39 LITTLE BLACK BOXES 

Your chance to take your pick of Dk'tronics add¬ 
ons. Only if you win, mind! 

40 FIGHTING CAPTIONS, Part One 

m Melbourne House are offering lot and lots of 
W games as prizes — there's a Big Daddy 

photocaption to write in the Rock 'N Wrestle 
competition 

58 WIN A GHETTOBLASTER 

In CRL's Endurance Racing competition, in which 
you have to display your motorbikin' knowledge 

60 SING A SONG OF SIX MODEMS 

Half a dozen accoustic couplers and all the gear 
you need to interface Straddles with the 

* telephone, to be won, courtesy of Circuit Holdings 

> 65 FIGHTING CAPTIONS, Part Two 

Even more Melbourne House games up for grabs. 
4 This time it's a FIGHTING WARRIOR atop a camel, 

« we forgot to write the caption for ... 

90 PRINT, PRINT, PRINTY PRINT 

0 Get your Secret Agent kit out. It's time to decode 
f the code, reveal the hidden message and win a 
DATAC PANTHER. It's a printer, not a vicious 
animal! 

94 CREATE AN ADVENTURE AND 
BECOME FAMOUS 

Your chance to win a piece of Computer Furniture. 
4 Twenty copies of CRL's adventure writing system 
( ^ on offer in this write-a-scenario comp 

V 109 DESIGN A ZOID 

Lots of Zoid memorabilia and paraphenalia on 
0 i ; offer, in Martech's Zoid making challenge 

♦ 113 GET INTO VIEWDATA IN A BIG WAY 

r Ten AMTIX! readers are going to win a GEC 

* Datachat modem, Honeysoft's communications 
software and interface and a year's subscription 

♦ to PRESTEL. Not bad, eh? 


Only people who haven't got a brain at all will 
I miss January 16th it's the day AMTIX! Four is on 
I the streets, that's why! 
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FESTIVE FELICITATIONS 

It's a very strange sort of 
business, publishing magazines 
— the whole process induces a 
kind of time distortion, which 
can be a little difficult to cope 
with. For instance, as this is 
being written, although the first 
snows of the season are 
descending upon Ludlow, Santa 
and his Reindeer are still on the 
Polar Bypass, only a few miles 
out of the North Pole. The 
season of Christmas pud is 
some way off, yet by the time 
you read this issue, no doubt 
you'll be full of Christmas Cheer 
and will have demolished more 
than a few mince pies. 

So it's time to wish everyone a 
Happy Christmas and an 
AMTlX! New Year in this 
column, thereby saving a 
fortune on Christmas Cards. 
Cunning, eh? 

At the close of 1985, which 
sees this, the third issue of 
AMTIXI, hit the streets it might 
be appropriate to offer a few 
thanks to people who have 
made the whole enterprise 
possible — and blow the odd 
raspberry in the general 
direction of folks who have 
made life a bit more difficult. 


A resounding cheer must go 
up for Amstrad themselves, for 
getting the whole act on the road 
so well, and so cheaply. They 
have done a great deal to make 
home computing more than just 
a hobby for the soldering iron 
wielder who's well into machine 
code — and more than just a 
way of having fun for joystick 
freaks. Like it or loathe it, the 
CP/M operating system gives 
access to a multitude of 
"serious" programs, and 
Amstrad must be congratulated 
for bringing CP/M into the 
home. 

On the raspberry front, allow 
us to blow one at Amstrad for 
launching the 6128 in such a 
heartless manner. An excellent 
machine, offering a great deal 
for a relatively small sum of 
money. But the way in which it 
was launched must have left an 
awful lot of 664 owners out there 
who feel more than a little 
aggrieved by Amstrad's cool 
commercialism. Rasbos are 
deserved for refusing, point 
blank, to offer, or even consider 
offering, an upgrade. 

Software houses deserve a 
general pat on the back for 
supporting the new machine, so 
thanks to all of you. It would be 
nice, though, if we could see 


[ SOFTWARE REVIEWED IN THIS ISSUE 


Assault On Port Stanley 


Martech 

28 

Amsoft 

22 

Herberts Dummy Run 


Bruce Lee US Gold 

26 

Mikro-Gen 

15 

Bounty Bob US Gold 


Ice Station Zero 8th Day 

100 

16 


Match Point Psion 

21 

Cauldron Palace Software 

18 
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100 
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Music Maestro Kuma 

80 

Software 

70 

Newword Newstar 

66 

CP/M Disk Utility (Public 


Quan Tulla 8th Day 

100 

Domain) 

71 
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92 

Graphics 
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100 
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more original work for the 
Amstrad in 1986. Converting 
games from other machines is 
all very well, but it's high time 
we started to see "converted 
from the Amstrad" a little more 
often in the pages of other 
magazines. No doubt we will, 
but let's make it soon, eh? 

Dk'tronics are a firm who 
should do well in 1986. Micro 
historians will already know that 
Dk first entered the market back 
in ZX81 days, making hardware 
add-ons that a certain other 
computer manufacture couldn't 
be bothered to get together. 
Dk'tronics, seem to be 
approaching the Amstrad 
marketplace from a similar 
perspective and they deserve 
praise for bringing potential 
relief to 664 owners who want a 
little more memory. More power 
to their add-ons in 86! 

A mixture of praise and 
raspberries should be heaped 
on the shoulders of Amsoft. 
While THEY don't look likely to 
be producing any games that 
will be converted to other 
machines, and have released 
some pretty poor programs, 
they have put out some good 
software. Without them, 
Amstrads might not have been 
put to quite so much "serious" 


ENSURE YOUR REGULAR 
COPY OF AMTlX! 


When a magazine is rising in circulation (being new, 
AMTlX! is doing this) and so sells out immediately, you 
may experience difficulty in obtaining your copy every 
month. So the best thing to do is place a regular order with 
your local newsagent, which you can do by handing him 
this form. 


Please place me a regular monthly order for 
AMTlX! Magazine. 

Name . 

Address. 


To the Newsagent: 

■ AMTlX! Magazine is published in the middle of every 
I month by Newsfield Ltd, 1-2 King Street, Ludlow, 

I Shropshire SY8 lAQ.Tel: 05845851, and distributed to the 

newstrade by COMAG (08954 44055). Please check with I 
the publishers if you have any difficulties in obtaining 
^ supply. 
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use. 

Nineteen Eighty Six will see 
the Amstrad come of age. No 
longer will the whole market be 
controlled and run by the people 
who make the machines. As 
software houses continue to 
produce innovative programs, 
hardware manufacturers will 
continue to come up with new 
and wonderful gizmos to bold 
onto Straddles' User Port, 
opening up new horizons. At 
AMTlX! we intend to continue to 
keep you up to date with all the 
latest developments in the 
Amstrad world, not just on the 
games front. During 1986, we 
ourselves should come of age 
too — th ree fu 11 issues of the 
magazine are now in the bag, 
and plans are already afoot for 
the New Year ... 

Without getting too 
schmaltzy, we should thank you, 
our readers, for putting hands in 
pockets and, ultimately, 
providing the means by which 
we eke out our miserable 
existence between issues. Stay 
with us, keeping feeding us, and 
we'll keep writing! 

See you next year—in person 
at the Novotel on January 12th, 
or on the 16th January if we 
meet in your local Newsagent's! 

The Team 





































































































































There have been some suggestions that OTS outh to be replaced 
with OTT. We refute such nonsense! With the second issue of 
AMTIX! well out, the On The Spot mailbag has increased con¬ 
siderably, so these pages will soon be swelling to take account of 
your letters. Thank you for the lively response, and it's nice to see 
that quite a few readers really DO want to put us on the spot. So — 
over to you ... 

Our choice letter of the month earns its writer £20 of software of 
their choice, and for this month it is this one! 



DISK PLEASE 


Dear AMTIX! 

This is the first time I have put pen to paper (so to speak) and written 
to a computer mag. I purchased a CPC6128 a few weeks ago with 
plans to use it mainly for business. However, the persistence of my 
two children plus the temptation of those wonderful games has now 
got me completely hooked! Why aren't more of the top games on 
disk? 

If software houses are not prepared to go to the expense of putting 
their top games on disk, the least they could do is to put some form of 
BASIC loader before the main program, to enable itto be transferred. 
If it's piracy they are afraid of, surely the pirates will find a way 
around any protection system anyway? 

As the user base for the 6128 grows, those companies who do 
make disk versions or provide some means of transfer, will certainly 
gain additional business. After all, tape is not exactly the most 
reliable form of storage and the time it takes, well!! 

OnefinaJ comment. In your reviews it would be useful if you could 
state whether software is 6128 compatible. I spent nearly a tenner on 
Exploding Fist, only to find that it will not load on my machine. Try 
explaining that to your local store — they don't want to know. All 
they would do was exchange it, and the exchanged version wouldn't 
load either. 

Keep up the good work. 

Dennis Trowbridge, Fife. 


Glad to hear that you enjoy the serious Amstrad stuff - 
oft* 


___ ^ w - it is a very 

important facet o \ the machine. I am not surprised that you have 
been ensnared by the huge variety of games, despite your "good" 
intentions! 

The number of titles available on disk is steadily increasing, but 
the rate at which the quantity of disk software increases is affected 
by several factors — not least the availability of the disks them¬ 
selves. Software houses have to be sure than enough people will 
want to fork out the extra couple of pounds for games on disk before 
releasing them. Companies are understandably cautious when it 
comes to stocking titles on disk—a cassette costs around 30p while 
a disk can cost an extra two pounds, which represents a substantial 
increase in the value of returns to the producers if a title does not 
sell out. 

As to piracy you are quite correct, almost any protection system 
can be cracked by a real hacker, but software houses feel that most 
of the damage is done by the average user who just passes a copy 
around friends. 

Way of The Exploding Fist should load onto your 6128 — it loads 
into mine, at any rate. It might be worth checking your cassette and 
lead. One farther point. If you go into a shop and ask for a game to 
run on your 6128 only to find that it doesn't, then the shop is obliged 
to give you a refund. The Sale of Goods Act implies a term into every 
contract to the effect that a product must be fit for the purpose for 
which it was sold. 

OTS 



Melbourne 


FURY WITH FIST 

Dear AMTIX! In your first edition 
you imply that The Way Of The 
Exploding Fist is compatible 
with the 6128. After fiddling with 
my tape deck for a week I 
phoned Amstrad. Their 
comment was that the cassette 
was not compatible. 

I thought I would mention this, 
as the kids in our school are 
bound to question your future 
recommendations. 

Margret Probert, 
Worcestershire. 

PS I am aware that perhaps the 
mistake was on Amstrad's part 
and perhaps we had a faulty 
tape. 

Sorry Margaret, we are in the 
clear this time. Amstrad are 
quite wrong to have told you 
that the game is not compatible 
with the 6128: it is. Just to make 
sure, I dashed up to Mail Order, 
mugged Auntie Aggie and made 


off with a copy. It loaded first 
time. 

However it may be as well to 
point out that there is a degree 
of confusion about which 
games will work on the 6128 
and which ones won't. By now, 
every software house has heard 
of the 6128 and they seem 
secure in the knowledge that it 
won't be replaced for... well 
weeks. That being the case, any 
company creating a game that 
will only run on the 464 should 
be shot. Corporately. 

We feel that since the vast 
majority of software can be 
loaded onto any of the three 
machines, it's a little 
superfluous to point out the fact 
in every review. So unless we 
tell you otherwise, all games 
reviewed can be loaded onto 
any Amstrad, with the 
exception of the PCW 8256 — it 
doesn't like games so we don't 
count it. 

OTS 
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1 30 AMSTRAD 
RS232 

\ INTERFACES 
^ TO BE WON 

ER ...OOPS! 1 

Dear Amtix 

I feel your proof readers may be 
in for the sack — but that will 
depend on how you depend to 
interpret pages 96 and 97 for 
your otherwise excellent 
magazine. 

In your write-up for the 
competition for which I attach an 
entry you state that there will be 
only ONE RS232 interface 
awarded (this is the small 
print!). However in large bold 
letters at the top of page 97 you 
state that there are 30 interfaces 
plus 55 copies of Raid on offer. 

I look forward to seeing your 
nice long list of winners„even if 
my name does not feature! 

Aside from this little grouse, I 
have been waiting for some time 
for someone to bring out some 
decent, in depth, reviews of 
games available for the 
Amstrad. I must point out that I 
never stoop to the level of using 
such a brilliant machine for 


RECIPES FOR SUCCESS 


Dear Sirs 

I am 64 years old and am fairly 
thick with it. I was presented 
with my first computer (Amstrad 
464) nine months ago and need 
all the 'user friendliness' I can 
get. 

I buy three magazines written 
for the Amstrad regularly and 
find that yours is the best. I can 
see a great future for you, 
provided that you do not 
assume, as one of your 
competitors does, that all 
readers are aged 18, brilliant 
programmers from birth, who 
know all the intricate details of 
hardware which is advertised 
and have bottomless pockets. In 
addition to this, they are guilty of 
awful spelling errors, 
advertising covering 78% of the 
magazine, 15% of space for 
details about hardware which 
we don't understand and 7% for 
software reviews. The offending 
magazine seems to be aimed 
exclusively at those clever 
gentlemen who know all the 
answers about computing. 

Success must surely lie in 
keeping the ignorant ones 
happy as there are far more of 
us! I would suggest that a couple 
of pages of your magazine 
should be devoted to simple 
question and answer material. I 
would also like to see more 
detail being supplied by 
software firms about their 


games playing, w . .e . .e . .11, not 
very often, anyway. 

I Publishing all the cheats is all 
right for old fogies like me, 
who's brains aren't quick 
enough for complex adventure 

I games—but don't they take 
some of the fun away for the 
kids? My daughter can locate 
everything needed quickly 
enough anyway, without you 
publishing maps etc 
Martin Cantrill, Hexham 

Such assumptions Mr Cantrill! 
Proof Readers; in the plural! We 
can't sack a proof reader, let 
alone several, as we haven't got 
one, as such. We have, however, 
prodded the Competition 
Minion who wrote the piece 
with a pointed instrument. 
Several times. Hard. 

We'll have to abide by 'the 
small print' in this case: there'll 
be no money in the tea kitty if 
we have to supply 30 interfaces 
... Apologies all round. 

On the subject of pokes, 
cheats and maps you raise an 
interesting point. In many ways, 
tip 'n hints on games seem to 
have become almost as 
important as the games 
themselves in some circles. To 
be fair, it's hardly reasonable to 
argue that printing hints takes 
the fun out of games for some 
people — they don't have to 
read that particular section of 
the magazine if they don't want 
their fun spoiled, now do they? 
OTS 


products. The latest tape I 
bought seemed to be about a 
prehistoric chap lurching down 
an endless street — and had it 
not been for the info you 
supplied in your magazine, I 
would have remained totally 
ignorant of his future ... he is 
my first taste of 'adventure' and I 
was mystified. You do a 
splendid job of steering us away 
from inferior software. 

Robert Lamb, Cottingham, 
Yorks 

It is surprising how many 'older' 
people are involved in home 
computing — finding out about 
the intricacies of your machine 
and picking up programming 
technique if you get serious can 
be a time consuming task. It is 
generally only people with time 
on their hands who can really 
get into the subject, and such 
people tend to be at school, 
unemployed, or retired. 

We do try to bear in mind that 
not everyone is a computer 
whizz, and will continue to run 
articles of a slightly more 
technical nature which offer an 
introduction to areas of 
computing in the hope that our 
readers will be able to continue 
their travels on their own. 

It can be very a very daunting 
task, getting to grips with 
computing, particularly if you're 
on your own. It's well worth 
getting in touch with — or 
maybe even starting — a local 
user group. It's well worth 


meeting other computer users 
socially, as lots of tips and hints 
tend to get exchanged and 
personal advice from people 
who've encountered problems 
similar to your own is often 
much more useful than access 
to a library of books. People are 
generally more 'user friendly' 
than the printed word! 

OTS 


THIS MONTH S TOKEN 
L00NIE 

Dear Amtix 

You mentioned in issue one that 
people could write you letters 
about anything. Well I decided 
to take you up on that offer, but 
my letter will be about nothing. 
Now a lot of people know 
nothing already, even if they are 
too modest to admit it. 

If you have only just finally 
realised I ws not joking when I 
told you nothing had anything to 
do with this letter, then let me 
suddenly dispel all doubts. 
Nothing has nothing to do with 
this letter. As the more 
intelligent among you will by 
now have realised, this letter is 
entirely concerned with Level 9 
adventures. For the unknowing 
amongst you, be warned. 
Adventures can seriously 
damage your mentality — take 
me as a classic example. 

My final paragraph is an offer of 
help to anyone stuck in Return to 
Eden and Forest at Worlds End, 
both of which I have completed. 

I can also offer a lesser degree of 
help in Lords of Time and 
Dungeon Adventure. I look 
forward to hearing from fellow 
aventurers. 

Alan Wright, 54 Hawkhill Rd, 
Alloa, Clacks, Scotland 

Nothing surprises us, nothing at 
all. Let's hope people who drop 
Alan a line about adventures 
receive more than nothing in 
reply! Nice offer, though Alan, 
thanks. 

OTS 

THANKS FOR THE 
MEMORY! 

Dear Amtix! 

How those poor people who find 
themselves lumbered with a 
"phased out" computer must 
feel. First of all they are quite 
happy, clacking away on their 
new Amstrad, then suddenly 
they find themselves lumbered 
with a technical Dodo! — or 
need they get stuck with it? 
Maybe Amstrad will come to 
their senses and offer a trade-in 
deal, for those who want to 
change computers? 

Keith Patient, Walthamstow, 
London 

PS Any BINDERS for Amtix! 

AMTIX! binders are underway, 
and should be available fairly I 


early in the new year. No really 
firm details just yet, though. 

It seems there's going to be 
little point in waiting for an 
upgrade from Amstrad 
themselves. People with 464s 
may wish to turn to a memory 
expansion facility offered by 
Dk'tronics, reviewed in Amtech 
this issue ... patience will get 
them nowhere, as it's a firm 
"thumbs down" from Amstrad 
when it comes to doing favours 
for 464 owners. Their final word 
is "no", quite clearly. 

OTS 


TO THE POINT 

Amtix! No 1, Nov85 
What a missed opportunity — 
more like a coloured comic. 
Games will be like a DODO in a 
year's time — AMTECH 
SECTION: FULL MARKS — 
more of this, less of the others. 
Colour has made lower part of 
page 71 illegible. I'm sure you 
can do better than this. 

K Douglas, Marlow, Bucks 

Er Yes. You don't have to print in 
black and white to be serious 
(but you do have to be careful of 
the blues). Will try harder next 
term — er issue. Not convinced 
about the Dodos, though. 

OTS 


The Top Quality range 
of personalised printed shirts 


T-SHIRTS & SWEATSHIRTS 

bv Inter print 


forflu&s Clubs Firms 

Double stitched 

seams Jfgy fMpP 

Sweat Shirts « ^5® *' 

Crew, Vee Neck, k 

Hooded & Jog Suits 

Other Products I 

Ties, Hats, Lighters, 

Stickers, Metal & 

Sew-on Fabric Badges, M 
Aprons, Tea Towels 
& Tote Bags ■ 

FREEDESIGN 1 
SERVICE 1 

MINIMUM } 

ORDER-ONLY 12 


Please send me your pR£E colouHjmchur^ 
& details ot your FREE shirt voucher 
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No Uamp Repd 


Interprint 


Dept A X Dale Street, Craven Arms 
Shropshire SY7 9NY. 

Tel. Craven Arms (05882) 

2703 & 2502. 
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OF EGGS AND 
CHICKENS 


list of titles with disk(k?!) after 
them in future? 

Steve Sharp, Atherstone, Warks 


Dear Amtix! 

I am a teacher with a young 
family (Sarah 8, Benjamin 5) and 
I am on the brink of writing out a 
cheque for a 6128. Why only on 
the brink, you may ask, and not 
over the edge yet! 

Well, I picked up your 
magazine and while it was 
useful in convincing me that the 
6128 has a great future, AMTIX! 
also pointed out, 
unintentionally, that there was 
not a lot of software around for it 
yet. Every mouth watering game 
(90% plus) tended to have 
"cass" after it. Any chance of a 


It's not entirely up to us, and as 
you will see from a reply to 
another letter this month, 
releasing games on dis(c)ks put 
software houses in a bit of a 
chicken and egg situation. You 
see, if you had already bought 
your 6128, you'd be yet another 
customer putting pressure on 
software producers to release 
on dis(k)c. They'll catch on, 
iven time and then we'll no 
oubt have a long list for you to 
peruse fairly soon. Meanwhile, 
you might have to cope with 
cassettes. 

OTS 



** 


BOMtr 




DASTARDLY 

PLOT? 


Comrades 

It would appear that you have 
some CRASH infiltrators in your 
midst. They have overrun your 
AMTIPS section. For instance, 
the tips for Starion are laid out 
exactly the same way as in 
CRASH and the tips for Rocky 
Horror Show are the same — if 
you can call them tips. I knew 
what help was given within 1 
hour of first playing. 

Also, the tips for Frank 
Bruno 's Boxing were the same 
as in Issue 18 of CRASH. Other 
than those complaints, AMTIX! 
is great. Oh! By the Way. I've 


found that if you fly the ship 
you're in Starstrike and press 
"x" 24 times, nothing happens! 

Philip Stubbs, Moseley, 
Birmingham 

True, true, but they are (and 
were) much better tips than you 
have to offer Phil! It's unlikely 
that all that many AMTIX! 
readers had already had the 
benefit of the aforementioned 
tips, although quite a few folks 
have moved from the Spectrum 
and CRASH to the Amstrad and 
AMTIX!, judging by our 
mailbag. With the duplication of 
games, duplication of tips is 
almost inevitable — but just 
wait until Robin gets into his 
stride with POKES ... 

OTS 


ONE AND ONE IS.. 

.THREE? 

Dear Amtix! 

After I read through the 
magazine I thought to myself 
that there are two other things 
needed in it. 

First of all, how about a 
software chart for the games: 
which are the best each month? 
Secondly, there should be some 
advertisements for shops 
selling games, because most 
places don't have the games you 
want. It would be nice to be able 
to send off for games advertised 
in the magazine. Thirdly, there 
are too many games reviewed 
each month — you'll go through 
the games too quickly if you're 
not careful. 

Martin Sharratt, Derby 

Much pondering is currently 
underway about the whole 
subject of running a chart in 
AMTIX! and it would be 
interesting to hear other 
readers views on the subject. 
Should it be reader-driven, to 
use a snippet of jargon, with 
folks voting for their choice - or 
should the information be 
gleaned from the industry? 

Tut, tut. Don't you read the 
advertisements Martin; Auntie 
Aggie of AMTIX! Mail Order is 
champing at the bit, waiting to 
exchange your hard-earned for 
dis(k)ks and tapes of your 
choice. 

And thirdly. Oh No We Won't! 

OTS 


EDUCATIONAL 

ANOMIE 

Dear Amtix! 

I have an Amstrad 464 and a nine 
year old daughter who would 
like to use it to help with 
schoolwork (as well as play 
games). The problem is, no 
magazine seems to have been 
any help, however small, on 
software of this nature. Maybe 
you could change that and have 
the occasional page devoted to 
"learning" cassettes, and 
games that aid learning, too. 
Mrs Lynn Patterson, 
Northumberland 


Funny you should say that, Mrs 
P. We hope to start doing just 
that, next issue. And rather than 
just the "odd page", we hope to 
find a regular slot for 
educational software. We have 
an Educational Correspondent 
in our sights, but if you can't 
wait any longer, you might wish 


to get in touch with a new 
organisation, British 
Educational Software 
Associates — at 4 Little Essex 
Street, London, WC2R 3LFTel: 
01 836 6633. BESA was formed 
to promote educational 
software in general, and should 
be able to help, as it represents a 
roup of leading Educational 
oftware Houses. 

OTS 


SHORT AND 
SWEET 

... .there is just one thing you 
missed out, and that is a top 20 
chart... 

Michael Royle, Salford 

Or Top Thirty, or Top Ten. Let's 
hear what you want! 

... the review of ZEDIS was 
extremely difficult to read, and 
my eyesight is reasonably good. 
The point is, that small black 
type on a dotted blue and white 
background is VERY difficult to 
read. If you want people to buy 
AMTIX!, I suggest you print 
easily read articles. 

P Doherty, Luton, Beds 

Sometimes they are very 
difficult to write you know. Why 

should we_No. We concede 

defeat. It won't happen again, 
and the Artroom Person who 
was very keen on dotted blue 
and white backgrounds has had 
his mind changed 

... the most enjoyable aspect of 
your magazine is when you talk 
about how the games are either 
very good or else really pathetic. 
When I bought my first mag I 
thought that the articles would 
miss out all the bad things and 
just print the good things about 
the software ... 

Ronnie Sagar, Blackpool, Lancs 

Fearless and free, that's us to a 
T. Or so someone once rhymed. 
There is a middle ground, and 
we write about that too! 

Can I make a suggestion about 
your reviews? It would be nice if 
you could say how a game looks 
on my poor old green screen, 
and mention it if a game has a 
colour/green screen option, like 
Roland in Time. 

Simon Protheroe, Dudley, West 
Midlands 


Fair comment, Simon. The 
trouble is, we're all a little spoilt 
by our shiny colour monitors, 
and have got a little carried 
away. We y ll think Green Screen 
a bit more positively in future. 


That's it for another month. Watch out for a bit more letter space in 
the next issue, and if you have anything to say about AMTIX!, 
Amstrad computers or games software, or indeed the universe in 
general, then write to ON THE SPOT, AMTIX!, PO BOX 10, LUDLOW, 
SHROPSHIRE SY81DB and let the AMTIX! On The Spot Team know 
what's on your mind. 
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.Enter the Horror Sound Effects Competition - If You Dare! 

Spectrum Commodore 64 Amstrad 


WARNING: THIS PACKAGE CONTAINS MATERIAL WHICH MAY DISTURB 
' PEOPLE OF A NERVOUS DISPOSITION! 



X 

DARE YOU ORDER NOW! 


CALL 01-947 5624 


To: The Knife Sharpener 

Domark Ltd., 204 Worple Road 
London SW20 8PN Telex: 894475 G 




NAME: (BLOCK LETTERS). 
I ADDRESS_ 


Please send me-copies of "Friday the 13th - The Computer Game" at £8.95 

(includes postage and packing). 

I enclose a cheque/P.O. for £___ 

My computer is:_ 


COUNTY. 


You may order by Access □ VisaD American Express □ Transcash □ 
by post or telephone (01-947 5624). (0ur a c . No. 544 5450) 

Please debit my CREDIT CARD □ Signature ___ 

Account No: I I I I I I I I I I I I FT I [ I I I 


.POSTCODE. 


Credit Card Expiry Date:. 


XU 


































Ocean House 6 Central Street Manchester • M2 5NS Telephone 061-832 6633 Telex 669977 

Ocean Software is ava.lable from selected branches of .m \ WHSM1 It! /^HSEZSSSl IVOOllitOffTH LASKYS RumbelowsGreeris. Spectrum Shops and all good software dealers Trade enquines welcome 
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KUMA’S‘BEST GAME 
YET’ 

Kuma have announced 
Renegade, their latest arcade 
adventure for the Amstrad 
computer range. The game 
involves finding a priceless 
jewel which has been hidden in 
the labyrinthine headquarters of 
a criminal mastermind. Gaining 
access to the complex is itself 
difficult, but there is more to the 
game than this. There are 
twenty-eight different nasties to 
encounter and a wide variety of 
objects (some of which re¬ 
configure the maze). 

Jon Day, Sales Manager of 
Kuma, said “Renegade is our 
best game yet. There is plenty of 
action and shooting involved 
but the player must also use 
strategy to complete the game 
successfully; a winning 
combination/' 

Mr Day's words will soon be 
put to the test as Renegade 
should be available for £6.95 on 
cassette by the time you read 
this. A disk version is to follow. 
Stay tuned for a review ... 


THE RETURN OF ERROL 
FLYNN? 

Swashbuckling hero of 
Saturday morning cinema, 
Zorro will soon be appearing on 
the monitor screen as opposed 
to the silver one. Datasoft, the 
people who originally conceived 
the project have finished the C64 
version and US Gold are now 
feverishly working away on the 
Amstrad conversion. Set in the 
19th century in down town Los 
Angeles, Zorro has to rescue a 
damsel in much distress. There 
are many Rube Goldberg (who 
is he?) style puzzles to solve — 
all logical and frustratingly 
simple, once you've figured 
them out. Or who Rube Goldber 
is. Zorro should be sproinging 
aroun on Amstrad screens in' 
time for the Christmas rush, 
arriving on cassette at f9.95. 


AMSTRAD BIRDSONGS 

The egotistically named 
Rainbird Software, set up by 
British Telecom and run by Tony 
Rainbird, wilt soon be releasing 
The Music System and 
Advanced Music System for the 
Amstrad. Having originally 
appeared on the BBC nearly year 
back, quite a few alterations and 
enhancements have been made 
to the original specification. 
Island Logic, programmers of 
TMS and a subdivision of Island 
records, have incorporated 
facilities for managing a synth 
connected through MIDI on the 
back of your Amstrad. The 
Music System is priced at £14.95 
for tape and £17.95 for disk. 
Advanced Music System will set 
you back £39.95 and is available 
on disk only. 




Cyberun and Gunfright should 
be available by the time you 
read this, but at the moment, 
following true to Ultimate style, 
there are "no details available". 
What we DO know is that both 
titles will be 'packaged in 
Ultimate's rigid plastic cartons 


with distinguishing glossy facia 
artwork'. I know it doesn't make 
very interesting reading but you 
should be able to get a bit of an 
idea what they'll be like from the 
illustrations appearing 
elsewhere on this page 
(Artroom willing). 


BEAUTIFUL ARTWORK 
BUT WHERE ARE THE 
GAMES? 


Shortly due for release are two 
new titles from Ultimate. 


FROM FLIGHT 
SIMULATORS TO 
STRATEGY GAMES 

After receiving a rave review 
and Sizzler status in our sister 
journal, ZZAP! 64, Skyfox is due 
to be converted from the 
Commodore 64 onto the 
beloved Amstrad. The press 
release says that ‘Skyfox is a 3D 
scrolling flight simulator that 
includes 15 scenarios, five skill 
levels plus air to air and air to 
ground combat modes'. In 
layperson's terms that means 
it's a jolly good blast for £8.95 — 


available on cassette and disk in 
the near future. 

Also a possible release in the 
near future is Think, a sort of 
Connect Four derivative 
designed by Tigress, originators 
of Domark's A View to a Kill. 
Though a variation on a theme 
there are several new extra 
functions included. A tutorial 
will ease you through the trials 
and tribulations of learning 
while a problem solving section 
allows you to test your new 
found skills. Think should be 
ready for some time early next 
year, appearing on the 
Ariolasoft label. 


YOUR COMPUTERS 
SHOULD BE TALKING TO 
EACH OTHER 

News has reached this humble 
minion of a variety of interfaces 
for the Amstrad micros, 
available from Commotion of 
Enfield, who supply the DCP 
Microdevelopments range. DCP 
have developed an 'Intercard 
System' which allow a basic 
package to be modified so that 
only one interface need be 
manufactured for any given 
micro. Owners buy the Intercard 
for their particular system and 
can then speak to any other 
computer (as long as it has the 
correct Intercard) by connecting 
a common interface. The 
Amstrad Intercard (464/664 
compatible) costs £17.35. The 
system requires more than just 
this device however, and those 
requiring more information 
about the system should contact 
Commotion on 01-604 1378. 

SPONTANEOUS 

SOFTWARE 

Previously unheard of. Patrons 
Computer Services are due to 
produce an EPROM 
programmer for the full fleet of 
Amstrad Micros. Slotting into 
the expansion port, Rombus will 
enable the end user to create 
EPROMS containing instantly 
accessible software. No more 
waiting ten minutes for any of 
your home grown utilities to 
load. The RuMdriver software is 
menu driven, so it should prove 
easy to use even for the most 
inexperienced EPROM 
programmer. The software is 
supplied on tape as standard, 
though for extra pennies it's 
possible to upgrade to disk — or 
even EPROM. Rombus will set 
you back £59.95 and should be 
reviewed in next issue's Amtech 
(Patrons willing). 
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FREL VENTURES OUT ON 
THEAMSTRAD 

Ludlow add-on producer, Frel 
Ltd have just created their first 
Amstrad widget, the Joycon 
Interface, A problem many a 
Straddles owner may well have 
come across is the inability to 
attach more than one joystick to 
the machine— unless, of 
course, a set of the official 
Amstrad joysticks is owned. 
Frel.'s handy little doobrie allows 


two standard joysticks to be 
slipped into the one port 
supplied on the machine. 
Compatible with the complete 
range of Amstrad machines, 
Joycon retails at £4.95 and will 
soon be available through both 
mail order and retail outlets. 


THE REAL POEL — 
NEWSTAR STORY 

William Poel, managing director 
of Newstar Software, is 
apparently concerned with 
some of the 'garbled' messages 
appearing in the computer press 
regarding his departure from 
Amstrad, feeling that the 
circumstances have been 
'mauled by the media'. 

He sees the purchase of 
Newstar as a logical progression 
from his role within Amstrad 
itself and he intends to support 
CPM software for the Amstrad 
range. Mr Poel also feelsthat his 
company "can do for 
applications software what 
Amstrad has done for 
hardware". 

Amongst the many items of 
software available from 
Newstar (some of which are 
exclusive), is the NewWord 
wordprocessing/mailmerge 
package, complete with 45,000 
word spell checker which sells 
for £69 inclusive of VAT and is 
road tested this issue. 

Mr Poel left Amstrad under 
perfectly amicable 
circumstances simply to 
support the CPM business side 
of Amstrad computing, as he 
was disturbed by the 
"indifference of the 
competition". 


OF GODS AND WARS AND 
TRIVIAL PURSUITS 

A new software house has 
recently been formed by three 
university undergraduates with 
previous experience of mostly 
BBC and Amstrad 
programming. Responsible for 
several hit titles including Killer 
Gorilla, Blockbuster and Mr Ee, 
Arcana's first Amstrad release is 
Powerp/ay, the game of the 
Gods. Within Powerp/ay each 
player assumes the role of an 
ancient Greek god and controls 
a group of mythical warriors in a 
3D courtyard. Really a type of 
trivia quiz game, the different 
groups of warriors must do 
l battle by answering a variety of 
* questions on one of four topics. 

(Beats mindless violence 
fe anyway — ED.) The package is 
I set to contain over two 
“ thousand different questions 
and should appear on the 
I Amstrad sometime in the New 
| Year on disk based — probably 
accessing the drive to retrieve 
new sets of questions. Though 
priced a little above average at 
£14.95, most mere mortals 
I should be able afford to be god 
for a day. 


LCP SYNDROME 
SPREADS 

Earlier this year, the research 
team at Activision discovered 
that there were tiny humanoid 
creatures actually living inside 
Commodore micros. After 
successful communication with 
these interesting creatures and 
exploration of their habitat (a 
kind of two and a half story 
maissonette), they released the 
Little Computer People 
Discovery Kit so that owners of 
the said micro could also contact 
these friendly and individualistic 
folk. It now transpires that these 
creatures may also inhabit the 
Amstrad range of computers. 
This should mean that an LCP kit 
should be available early in the 
New Year. 

The kit consists of a disk (the 
Little Computer People appear 
to love software), deed of 
ownership (after ail, they are pet 
people) the LCP magazine and 
an ownership guide to help 
prevent your pet person being 
killed off by careless owners. 
Keep your ears and eyes peeled 
for more news. 


AN OASIS IN THE OCEAN? 

Following Ocean's acquisition 
of Oasis software, utility 
programmers extrordinaire, a 
wealth of programmer's aids are 
set to appear under Ocean's IQ 
label. First to be released for the 
Amstrad is Laser Basic, an 
extensions package adding 
more than two hundred 
commands to the basic ROM. 
Handiest additions among the 
new command set are a group of 
functions that provide upto 255 
software sprites, positionable 
anywhere on the screen. Other 
handy additions include the 
ability to access the Z80 
interrupt system with a 
flexibility usually only found in 
machine code. Also part of the 
package are comprehensive 
sprite and music editors that 
produce data in a form 
compatible with your Laser 
Basic programs. 

Oasis have not been lazy 
during their last couple of 
months' silence and other 
products due to be released 
under Ocean include a Compiler 
turning Laser Basic programs 
into fast, compact machine 
code, a Z80 macro assembler 
with a very speedy assembly 
time and White Lighting, an 
extended version of Forth 
specially designed for 
producing game type programs. 
Laser Basic will shortly be 
available at £14.95 for tape and 
£19.95 for disk while White 
Lightning, the Compiler and the 
Assembler should be ready 
some time in the new year. 
Watch Amtech for detailed, in 
depth reviews. 


NORTHERN AMSTERS 
PROLIFERATE 


r some reason there seems to 
a proliferation of Amstrad 
3rs in the Manchester 
;a . . . . well, enough to 
rrant two user groups being 
up in that fair northern city. 


The Northwest Users Club prints 
a weekly newsletter and a 
monthly news magazine. 
Membership is a paltry £8.95 for 
one year. Membership forms 
are available from Mr P. Clarke, 
41 Millwall Close, Gorton, 
Manchester M18 8LL. 

The Manchester Amstrad 
User Club has meetings every 
Monday evening at the 


Openshaw Technical College A 
newsletter is also published 
once a month and sent to the 
club's members nationwide. To 
join you'll have to pay five 
pounds for a year's 
membership. Further 
information is available from 
Steve Stanner, 21 Gatlings 0 
Avenue, Longsight, 
Manchester, M12 5SX 
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HERBERT S DUMMY RUN 


Mikro-Gen, £9.95 cass 
Author: The Mikro-Gen 
team 


Now you should all remember 
Herbert. He's the little chap from 
the Week family whose inepti¬ 
tude became world renowned in 
Everyone's a Wally. In this game 
Herbert has become separated 
from his Mum and Dad during a 
visit to the local department 
store. It is up to you, the player to 
guide him back to his parents 
who are waiting for him in the 
'LOST AND FOUND' depart¬ 
ment. 

The game begins with Herbert 
in the toy department at 1 pm: 
the store closes at 5.30 and you 
have four and a half hours to 
reunite Herbert with his paren- 
tals, since the game is played in 
real time. In both style and 
presentation Herberts Dummy 
Run is similar to Everyone's a 
Wally, which is not surprising as 
it's the third game in the Wally 
trilogy! Dummy Run is a grap¬ 
hical adventure game that calls 
for a high degree of arcade skill 
as well as a degree of lateral 
thinking. The opening screen is 
typical of the game: Herbert 
finds himself standing on a box 
in the toy department; you 
notice at the top of the screen a 
series of shelves loaded with a 
wide variety of toys. How can 
Herbert reach up there? Well of 
course the box he's standing on 
is a Jack-in-the-box, and when 
the key has been fetched the 
spring action will propel him up 
onto the shelf. 

As with the other Wally 
games, many of the screens take 
the form of well known arcade 
games. One screen can only be 
solved by dismantling a wall, 
'Breakout' style — if you man¬ 
age this the resultant pat on the 
head is well deserved. 

The game would be too easy if 
you could pick up and carry 
every object that you came 


across. Only being able to carry 
two objects at a time forces you 
to do a little forward thinking. At 
the top of the screen you are 


active and the overall game play 
should keep you chewing your 
fingers to the stub. The game 
includes some very nice ideas, 
and some of the arcade rooms 
take a great deal of patience and 
skill to defeat, but defeat them 
you must if you are to have any 
hope of getting back to the 


ences which keep you sitting on i 
the edge of your seat. But overall 
this is the same type of highly 
graphical arcade adventure. / 
know that the Wally fans will 
rave over this latest addition to 1 
the family but / wouldn't mind 
seeing another game put toget¬ 
her with such care but with 


reminded of what objects are in 
your possession — the one that 
you have had for the longest is 
automatically exchanged for 
another 'collectable' piece as 
you walk past it. As you explore 
the store looking for the ways 
and means to solve the game 
you are under constant pressure 
rom a wide variety of mobile 
'thingies'. You have three lives 
and when you come into contact 
with some of the nasties your 
energy, shown by a large tear 
that fills up, will be reducesd until 
you escape the meanies, or lose 
that life. A few mobiles kill 
immediately on contact so you 
will have to learn to identify 
them quickly. You are able to 
reverse the drain on your energy 
by eating the sweets found 
scattered around the store. 

For his; efforts, Herbert is 
rewarded with his favourite jelly 
babies, and the closer he he is to 
finding his parents the more he 
will get. All told the game ex¬ 
tends for over twenty five 
screens, but don't expect Her¬ 
bert to get fat on jelly babies too 
soon! 


CRITICISM 


At last the; Amstrad has 
caught up with the Wally 

- family. The fans should 

be well pleased v/ith this rend¬ 
ition. The graphics are very eff- 


parentals. For me this was the 
best in the series, probably 
because it was a little less inf¬ 
uriating with the rest of the 
family safely out of the way. I 
dare say some will miss the 
other characters. However I do 
think the asking price of £9.95 is 
a little steep. 

jO Herbert's Dummy Run 
p| has been skillfully con- 
-j verted from the Spectrum 
original. Mikro-Gen certainly 
seem to have got the hang of the 
Amstrad graphics, so the look of 
the game is very pleasing. I can't 
help feeling that if as much 
attention had been paid to the 
sound the game would have 
been a lot more playable. That 
really brings me to my biggest 
complaint. I really think it's time 
that we left this Wally format, it 
is beginning to get very tired and 
well used. While I can appreciate 
that it is a new game to the 
Amstrad there are a number of 
other games which have been 
converted to the Amstrad that 
tend to leave this behind in 
terms of originality and content. 


Mikro-Gen are taking the 
* opportunity of exploiting 
individual characters in 


games which offer the same 
style of gamep/ay as the other 
Wally games. Of course there 
are a number of improvements, 
such as the mini arcade segu¬ 


ing ... 

theme. The Wally family are 
beginning to get a little tired. 


Presentation 60% 

Good game options but the box 
is very flimsy 

Graphics 88% 

Plenty of colour and nice 
shading effects; the graphics do 
a great deal for the game. 

Sound 56% 

Much could have been done in 
this department to make the 
game more complete. 

Playability 77% 

If you enjoy this type of arcade 
adventure then you will fall for 
this 

Addictive qualities 78% 

The content and the graphics 
together with the strenuous task 
should keep you gurgling for 
hours 

Value For Money 67% 

Ten pounds is a little steep but it 
will be worth every penny to the 
Wally lovers 

Overall 83% 

The graphics are well up to 
standard and above average but 
age is beginning to show. 
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touches like the excellent high 
score table and the animated 
birds flying the title letters onto 
the screen made the original 
version the classic game it was 
but with these, admittedly point¬ 
less, features the whole thing 
seems a bit lack lustre. Still, I'm 
sure many an Amstrad owner 
will enjoy Bounty Bob for its 
entertaining gameplay although 
it does seem a little bit over¬ 
priced at the ten pound mark. 


iOj / found the characters a 
%Sm bit too blocky and the 
SS I sound too 'huzzy' to be 
really endearing or 'exciting ' 
However, the game itself is one 
to make you work quite hard, 
especially in getting those pixel- 
perfect jumps off pat. Fortunate¬ 
ly the control method of short 
and long jumps makes this poss¬ 
ible with some practice. In gen¬ 
eral / wasn't bowled over by 
Bounty Bob, especially consid¬ 
ering how much / would have to 
pay for it, but putting finances 
aside, it represents an interest¬ 
ing platformer that's well worth 
a look before shelling out or not 


and Commodore 64. It was from 
that game that the now legend¬ 
ary Manic Miner was developed. 
If you aren't familiar with Miner 
2049'er then a quick history may 
put you in the picture. 

Miner 2049'er is set in the 
mine of Yukon Yohan, an evil 
swine who has dumped radio¬ 
active waste in the caverns and 
turned all the little furry crea¬ 
tures who stored their food 
there into horrible, marauding 
mutants. The idea is to enter the 
caves, steal all the radioactive 
stuff (whilst dodging the 
mutants) and escape. Bounty 
Bob is set in the same mine but 
this time the task is to claim 
every section of framework, or 
platforms. The edge of the plat¬ 
forms are shaded but as you 
pass Bob over them the shading 
clears so you can see where 
you've been — a bit like a 
'Painter'. Each screen has a time 
limit. 

Control, although being for a 
standard left/right up/down 
ladders and jump game, has a 
novel touch — a variable jump¬ 
ing distance. To make a short 


and candelabras, and this adds 
points to your score. The mut¬ 
ants turn green when you pick 
an object up, and then die when 
you run into one. After a while 
they flash a couple of times and 
return to their normal, deadly 
selves. There are usually quite a 
few objects littered about the 
screen, but they have to be used 
quite sparingly since getting 
from one mutant to another 
usually takes a while. 

If you lose a life on a screen 
you are reincarnated, as are the 
objects — but the mutants you 
managed to kill stay dead. And 
you don't have to re-walk the 
parts of the platform you cover¬ 
ed before meeting your end, 
which makes life that bit easier. 

On some screens there are 
devices to help you travel to the 
more inaccessible platforms. 
These vary from conventional 
lifts to the more exotic matter 
transference beams that tele¬ 
transport you from point to 
another. Look out for the 'super 
energy food bars' — eating one 
speeds you up and jumping 
power is increased by a factor of 


frustrating when you catch up 
with one only to discover that 
the vulnerable time is over. The 
game can be fairly complicated 
to control since the joystick opt¬ 
ion stilll requires some machin¬ 
ery to be controlled from the 
keyboard. Graphics are effective 
but blocky and the colours tend 
to be a little gaudy which makes 
some screens a little unclear. 
The sound is good but after a 
while it became monotonous 
and had me reaching fo r the vol¬ 
ume control I'm not too sure 
where the 'exciting music' 
comes into the game,, I never 
heard any. The game is quite 
addictive and the later screens 
really are difficult and this game 
still has a lot that is novel and 
interesting. 

After playing many a 
|£gN game of this classic on the 
— ■■■■ * 64 I was initially quite 
impressed with the similarity 
between the two versions. After 
a while I began to notice the cert¬ 
ain little details lacking on the 
Amstrad conversion. Little 


Presentation 42% 

Below average for a game of its 
price with few options and a 
blocky look. 

Graphics 59% 

Better colours should have been 
chosen and Bob's a bit too bold. 

Sound 55% 

Although the spot FX are quite 
good they tend to get a bit 
wearing. 

Playability 74% 

The game still has many 
inspired ideas so there's a lot to 
do. 

Addictive qualities 73% 

The 'what's around the corner' 
syndrome will keep you at it till 
the bitter end. 

Value For Money 40% 

Even on the Amstrad ten pounds 
is quite a lot, this would have 
been better priced at least a 
pound less. 

Overall 62% 

Doesn't quite live up to its 
reputation but it's still quite 
special. 


BOUNTY BOB 


US Gold, £9.95 cass, 
£14.95 disk 

Author: Bill Hogue and 
Curtis Mikolyski 

When the world's historians 
begin to research the history of 
computer games they will settle 
on Bounty Bob with some inter¬ 
est. Bounty Bob has a long and 
distinguished lineage. The 
game is related to Miner2049'er, 
the first ever platform game, 
originally written for the Atari 


jump, leap straight up in the air 
and wait until Bob's almost at 
the peak of his travel before 
pressing the left or right key. To 
make a long jump, press the dir¬ 
ection key as soon as you press 
jump. 

Over the mine's long history 
many objects have been aban¬ 
doned within it. All of them are 
now contaminated by the radia¬ 
tion but Bob can use this to his 
advantage. When in possession 
of an object the mutants want to 
keep away so they turn into nice 
cuddly creatures and hope Bob 
will ignore them. To murder 
mutants you need to collect one 
of the items littered about the 
screen, all of them everyday 
things like radios, coffee po f :s 


three, allowing you to jump 
huge gaps between platforms. 
Very handy indeed! 

To descend, slides connect 
some platforms, but before you 
descend to a lower platform, 
take a good look at what's below 
you — sometimes there's a 
rampaging mutant at the bot¬ 
tom and it doesn't do you much 
good landing on it if it's flashing! 

CRITICISM 


ill 


Bounty Bob is an adv¬ 
anced platform game 
with nasties wandering 
about. The nasty can only be 
killed by Bob for short periods 
which makes the game pretty 


16 AMTIX January 1986 


























































































































































GRAPHIC 


■KSJ? 1 

J'Mything 
‘toe price A 


WITH THE MOST POWERFUL FLEXIBLE AND EASY TO USE 

UTILITY EVER . 




SWoningG^P^etated 

W 6ta«. m p lcW re 
Creators J> u manv 

9 eneta = include Une 
matures ban c\\nQV 

SStfV-" 1 


till. s, ' a ' 1 easv S ^''''V« 

”ssc?" 

'^ Ur tn fmeK 


The Graphic Adventure 
Creator (GAC) for the Amstrad 
CPC range of computers, has been specifically 
developed to enable YOU to produce fast, compact adventure games with 
the minimum of effort and the maximum of creativity. 

COMPREHENSIVE INTELLIGENT COMMAND INTERPRETER 
Handling complex sentences and multiple command lines, the user is not 
restricted (unlike others) to 2 word input. “It" detection is also included. 

e.g. "Take the box and open it 
carefully. Examine the silver 
charm then put it in the box" is a 
perfectly valid inputl 

EXTENSIVE TEXT COMPRESSION 

This allows you to create far more detailed and more numerous location 
descriptions to improve the playability of your adventures. With a full 
function editor. GAC features automatic word formatting, a logical 
command interpreter and abbreviated input acceptance. GAC will 
recognise and distinguish ANY word e.g. River/Rivet. Screw/Screen 
Trout/Trousers etc. etc. 

N.B. Adventures created using GAC will run totally independently on 
any Amstrad computer without the need for GAC to be present in 
memory. 

GAC incorporates the Lenslok system. 


[£ MAKE MONEY £ \ 

We are urgently looking for atmospheric, 
original, humorous and imaginative graphic 
adventures written with GAC with a view to 
publishing your adventures for you. 

NOTE: No copyright problems. Authors! You are totally free to market 
your adventures through ANY company without any payment or royalties 
whatsoever due to Incentive. 


The Graphic Adventure Creator for the Amstrad CPC Computer range 

is complete with an informative and friendly manual, the Quick start 
file and a free example adventure - Advinman! 

GAC retails at £22.95 on cassette and £24.95 on disc and is 
available from leading multiple and independent retailers or by our 
fast mail order service (1st class post Free). 

Unleash your Imagination with The Graphic Adventure Creator 


PRIORITY ORDER FORM 


Please rush me, for my Amstrad CPC Computer 

THE GRAPHIC ADVENTURE CREATOR 2£ aSSette 

£24.95 DDisc 

I enclose cheque/PO for £. or please debit 

my credit 
card No. 

Name/Address 


INCENTIVE SOFTWARE LTD, 54 LONDON ST, READING RG14SQ 
Telephone Credit Card Orders Ring: (0734) 591678 














































CAULDRON 


Amstraef 


Halloween is a witch's busy 
time, especially so for those 
witches who seek the position of 
Queen witch. It is written that 
The Queen Witch shall be she 
that possesses the Golden 
Broomstick. But such power 
does not befall the weak, it must 
be snatched from the lair of the 
pumpkin and to defeat the pum¬ 
pkin a spell must be cast — a 
spell made from six ingredients. 

Your task is to gather the 
ingredients and brew them up in 
the cauldron in your cottage. 
You know the sort of thing; juice 
of toad, eye of newt, wing of bat 
and so on. Each ingredient can 
be found deep within one of four 


caverns, access to which is 
barred by five locked doors. The 
Hag must mount her broom 
stick and set off in search of 
keys. Her journey will take her 
over many landscapes, each one 
with its own hazards. The woods 
are besieged with bats; the 
graveyard's groaning with 
ghosts; the sea's swimming 
with seagulls and the mountains 
and volcanoes threaten her with 
Hag-eating plants and singeing 
fireballs. Not friendly environ¬ 
ments, but the Hag is not too 
concerned, so long as she is 
protected by her magic. 

You begin the game with nine 
Hags, and they start their jour- 


of the hazards rapidly depletes a 
Hag's magic level until she is 
done for. The hag must avoid 
the nasties, or blast them with 
her magic spell, which turns her 
broomstick into a cannon and 
costs a little magic power. 

The Hag must look out for the 
randomly located keys on the 
ground while she flies around 
the skies. When she spots a key, 
the Hag must find a safe place to 
land — often this means flying to 
another screen and walking 
back to collect a key. The Witch 
is at her most vulnerable while 
she is on hoof, as the shooting 
spell only works while she's 
astride her broomstick. If she's 
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She can only carry one key at a 
time and must make straight for 
a door, any door, once she's 
collected one. If a door opens 
when the Hag tries a key, then 
that key is lost to her. If she 
withdraws and allows the door 
to shut, the Hag will have to use 
another key to reopen it, and 
that could leave her short. 

The layout of the caverns 
differs, but they all demand 
great skill in reaching the ingre¬ 
dient which, in some cases can 
be three or four gruelling 
screens away from the door. 
You will find yourself jumping 
from ledge to ledge while trying 
to avoid a host of nasties. 
Should you manage to collectan 
ingredient then it's out and back 
to the cottage to add it to the 
cauldron before continuing the 
hunt for the rest of the recipe. 





CRITICISM 


I am very impressed by 
the graphics and anima 

; -— tion in this game except 

in one small respect: when the 
Hag walks or flies past other 
objects such as trees or mount¬ 
ains she appears to suffer from 
attribute problems. A minor 
n *ggle/ because the graphics, 
overall, are a joy. Some of the 
effects within the caves are very 
clever. In one of the caverns the 
rock ledges are shaded gently in 
red, giving the impression that 
there is a great glowing fire, far 
below. Flicking from screen to 
screen tends not to be as effec¬ 
tive as scrolling — not in this 
case. It all happens so fast that 
one barely notices the change. 
One last point — this is a very 
hard game to play. It will take a 
great deal of skill and a lot of 
patience to complete. 


flips from one page to another. 
While you are on the edge of one 
screen you have no idea of what 
to expect on the next: should 
you jump or should you walk? 
Either way you are going to lose 
a lot of Hags finding out. 
Cauldron is a huge challenge but 
it is a varied one with graphics 
that make it endurable. 


Cauldron's graphics are 
fantastic, among the best 
I have seen on the 
Amstrad. There are so many 
neat and clever touches, like the 
way the old girl's frock flaps as 
she falls, or the flashing eyes in 
the skull encountered in one of 
the caverns. My only complaint 
is that the game is very difficult, 
almost too difficult. The prob¬ 
lems begin in the caverns which 
demand not so much the skill of 
an adventurer but more that of a 
suicidal arcade player with the 
will and determination to exper¬ 
iment. The means whereby you 
move from one screen to ano¬ 
ther can only be discovered by 
trial and error. I spent many 
hours concentrating on learning 
the route through just two cav¬ 
erns. The task is made more 
difficult by the way the game 


Palace Software's Caul¬ 
dron mixes the we/l- 

i -.. proven recipes of plat 

form and shoot 'em up, and 
what is served to you is a game 
that gives a starter, main course 
and a sweet, yet leaves you 
hungry for more. The graphics 
move smoothly whilst flicking 
from page to page as you fly 
across the screens. Once you 
have gone underground things 
get more difficult. Having to leap 
your way up and down labyrin¬ 
thine subterranean passages 
'peeking' at where you want to 
land on the next screen at the 
cost of dashing one of your nine 
hags against something fatal, is 
a costly business. I'd have pre¬ 
ferred scrolling screens. Even 
with this criticism. Cauldron 
merits much praise as a colour¬ 
ful, consuming and intelligent 
game that has converted well to 
the Amstrad. 


Presentation 64% 

Very little in the way of 
instructions and keyboard play 
not provided for. 

Graphics 95% 

Remarkable animation made all 
the more effective by very clever 
use of colour. 

Sound 73% 

While the tune at the start of the 
game was reasonable more 
sound would have been 
welcomed during the game. 

Playability 92% 

A demanding game which 
requires a range of skills and 
begs to be solved. 

Addictive qualities 90% 

Because the graphics and 
animation are so good you will 
find yourself unable to resist 
trying to find what's around the 
corner. 

Value For Money 85% 

An ordinary price for a magical 
game. 
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The most powerful games in the Universe! 

Braving enemy attack, the Undaunted must make her way 
through hostile waters and destroy the enemy stronghold. 

Only the most courageous crew will be able to take her 
there; only the most determined mind will be able to succeed. 


Available on: 

AMSTRAD CPC 464 
Spectrum 48k 

Available soon: 

COMMODORE 64 










FIGHTING WARRIOR 


Melbourne House, £8.95 
cass 

Author: Studio B 

Melbourne House have released 
their follow up to the highly suc¬ 
cessful Way of the Exploding Fist 
in the form of Fighting Warrior. 
Although this latest game cont¬ 
inues the trend in combat games 
it differs from Exploding Fist in 
that Fighting Warrior follows a 
story. 

Set in ancient Egypt the story 
revolves around the two separ¬ 
ated lovers. The hero's lover. 


strokes, top, mid and bottom 
strikes. Attacking moves require 
the fire button to be held down, 
with it released your warrior 
goes into defensive mode, used 
not only against your attacker 
but also against other dangers 
including stray arrows that 
come flying into view from off 
screen. A Douglas Fairbanks 
leap or just a plain old duck 
should be useful for arrow 
avoidance. 

The different beasts to be 
fought vary quite a bit, but 
mostly they are humanoid with 
weird heads, equiped with the 




Thaya, has been kidnapped by 
an evil Pharaoh who has locked 
her away in a remote temple. 
Understandably miffed at the 
Pharaoh's deed, the fighting 
warrior decides to set out and 
release his beloved from her 
prison. Armed only with a 
sword, our hero must face the 
hazards of the dessert which is 
plagued with mythological 
demons and demigods. These 
creatures are set upon defend¬ 
ing their territory, proved by the 
bones of previous trespassers. 
Apart from their bones the 
desert beast's previous victims 
have also left behind a number 
of pot-1 ike objects, rumoured to 
possess mystical powers. The 
pots may be activated by giving 
them a good whack with your 
sword, though it's not guaran¬ 
teed the effect will beneficial. 

A scrolling backdrop with the 
warrior and his opponent is 
displayed on screen. As the war¬ 
rior progresses, the backdrop 
scrolls. Sooner or later our hero 
chances upon a foe with whom 
he must do battle. Both the foe 
and the warrior have a limited 
amount of energy. The energy is 
shown underneath the fighters 
as a row of chevrons. For each 
blow suffered, the victim loses a 
power point. Before long the 
energy reaches a critical point at 
which stage the losing fighter 
starts to flash spasmodically. If 
you lose all of your energy 
during a fight the game is lost. 

When it comes to fighting 
there are three offensive I 


same type of sword as yourself 
and wielded in a similar manner. 
A nasty worth avoiding, if you 
can help it, is the great big 
dragon thing. Though unarmed 
he does a nasty line in body 
kicks, hitting back is not so easy 
as he defends himself by wrap¬ 
ping his wings around him. As 
expected the attackers get 
harder as the screens progress, 
different opponents using differ¬ 
ent tactics. 

If the full set of warriors are 
vanquished then your last prob¬ 
lem is a confrontation with the 
Pharaoh's wizards. If these are 
beaten the princess is free. Fail¬ 
ure's only reward is death. 


CRITICISM 


After Melbourne House's 
big hit with The Way of 
the Exploding Fist, it 
looks like they want to carry on 
the trend with yet another beat 
em up. Though a little bit pret¬ 
tier than Exploding Fist, Fight¬ 
ing Warrior just doesn't have the 
appeal of its predecessor. 
Though beautifully animated, 
the range of control you have 
over the warrior is rather limit¬ 
ed. The game is quite easy as 
well, by just holding the fire 
button and pulling down I prog¬ 
ressed quite a way. I'm afraid 
that despite the clever graphics 
and pleasant presentation 
Fighting Warrior just doesn't 
quite make the grade. 


H When I saw the loading 
screen for Fighting 
Warrior I thought it was 
going to be mega-fantastic, and 
after loading the presentation 
was excellent. The backgrounds 
are really colourful with good 
use of colour modes and above 
average shading effects. After 
all this I was expecting a fabul¬ 
ous game — but alas no! The 
characters themselves are very 
similar to the Spectrum version 
but the gameplay is far too slow. 
The continuous tune all the way 
through the game is very annoy¬ 
ing and the sound effects on hit¬ 
ting a bloke sounds like 
someone has digitised the 
sound of a squashed tomato and 
stuck that in. When you hit an 
opponent two character blocks 
of red and black pixels appearon 
the place of impact, which is 
very amateur coming from Mel¬ 
bourne House. Fighting Warrior 
turns out to be inferior compar¬ 
ed to its Big Daddy Fist and a lot 
less exciting. 


/ knew it would never be 
easy to follow Exploding 
Fist but / had expected 
something a little more dramatic 
in the fighting department. In¬ 
stead we are presented with a 
story line offering more in the 
way of gameplay. The task is to 
rescue the Princess and indeed 
one can have quite an enjoyable 
time trying. The settings are 
very attractive and the variation 
in characters is most welcome. 



But the bottom line is that this is 
a fighting game and the fighting 
is its greatest failure. The action 
is too restricted and movement 
too slow. The compromise is 
between having a complex 
game like Fist ora more absorb¬ 
ing, entertaining game, but with 
simpler fight sequences. Fight¬ 
ing Warrior may hold your atten¬ 
tion fora little longer. 


Presentation 80% 

Boasts quite a few options and 
an attractive loading screen. 

Graphics 85% 

Very impressive featuring real- 
istic movement if a bit slow. 

Sound 72% 

Well executed tune but with 
sound effects. 

Playability 68% 

Maybe too easily mastered but 
bound to give you a hard time. 

Addictive qualities 63% 

The variation in background and 
character helps but the action 
can become repetitive. 

Value for money 62 % 

Average price for a slightly 
above average game. 

Overall 74% 

An unworthy successor to Fist 
but may still provide some 
entertainment. 


MATCH POINT 


Psion, £7.95 cass. 

Author: D and L Research 

Psion are normally associated 
with chess programs and the QL 
computer, but they have pro¬ 
duced a wide range of Spectrum 
games, one of the best known of 
which is Match Point, their 
tennis simulation. 

The grass is green, the net is 
taut and the ball boys are ready 
for the off. The players sign on. 
Either one man against Stradd¬ 
les or man versus man. You can 
start in the semi-finals or leap 
straight into the big match itself, 
if you are up to it. Match Point 
observes the same rules as 
those used for lawn tennis and 
just in case you aren't familiar 
with them, a brief synopsis has 
been included with the game 
instructions. 

Hitting a ball gently to and fro 
over the net would be a very 
tame way to play tennis. The 
object is to hit the ball in such a 
way that your opponent is un¬ 
able to return it to your side of 
the court— in this, it is just like 
real tennis! To achieve this the 
player must be allowed a rea¬ 
sonable degree of influence 
over the speed and direction of a 


shot. The Match Point tennis 
player alters the speed of the 
shot by adjusting the speed at 
which he moves into the ball. 
The direction of the shot dep 
ends at which point on the arc of 
the racquet's swing the ball is 
struck. 

Although Match Point allows 
you to change from backhand to 
forehand at will, the switch can 
be made automatically by the 
program, at the appropriate 
time. The positioning of the 
players for the serve is also 
automatic, pressing fire serves 
the ball. If a ball is 'out'or a foul' 
is called then a beep sounds and 
a message appears at the 
bottom of the screen announc¬ 
ing the umpire's decision. When 
a ball collides with the net then, 
true to life, one of the ball boys 
dashes out and picks it up. 

At the at the far end of the 
court, the end furthest away 
from Harry Carpenter, sits the 
score board. As each point is 
scored the board is updated, 
Wimbledon style. At the end of a 
game or set the crowd, who 
aren 't in the least partisan, cheer 
as the players sprint over to the 
umpire's high chair. No words 
are spoken. Not one racquet is 
thrown. The players about turn 
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cheering the two players on. As 
a game to play it offers hours of 
challenging fun. I like the the 
way the computer makes the 
occasional mistake. I thought 
the way the little players dashed 
off court and straight back again 
at the end of a game was a little 
bit silly. Also it would have been 
a lot better if you were able to 
control the serve. 


latch Point on the 
pectrum is still one of 
ly favourite games and 


when Big Jem gave me my 
Amstrad version I quickly 
hurried off and loaded it up. On 
loading I was presented with 
some great graphics with a little 
bald umpire looking over the 
proceedings. The characters 
appeared on screen, one 
adorned in a blue striped shirt. 
On playing the game I soon 
realised that the great graphics 
and neat touches made up for 
the average gameplay com¬ 
pared with the realistic Speccy 
version. Although compared to 
any other Amstrad ball-sport 


Presentation 84% 

Options for keyboard or joystick 
as well as three levels of play 
and lots of nice touches. 

Graphics 82% 

The choice of colours and 
design of the characters makes 
for an attractive game. 

Sound 60% 

Nice crowd sounds but 
annoying bleeps. 

Playability 78% 

Great fun to play despite a few 
unrealistic control problems. 

Addictive qualities 77% 

Gives a nice impression of the 
skills you really don't have! 

Value For Money 83% 

A well designed game for a good 
price. 

Overall 79% 

A mighty match for many a 
maybe McEnroe. 


ASSAULT ON PORT STANLEY 


Amsoft, £8.95 cass 
Author: Edgar Belka 

Assault on Port Stanley is a 
three-stage shoot em up set, 
with somewhat dubious taste 
perhaps, around the Falklands 
capital. The game begins with 
the words 'Approaching enemy 
fleet' and before you know it — 
there on the horizon is an enemy 
ship. 

During this initial stage twin 
guns mounted on your ships' 
bow are your only weapons — 
you can just see the bow peek¬ 
ing into the lower part of the 
screen. As the enemy ships 
approach open fire. Gun elev¬ 
ation is fixed, so you cannot ad¬ 
just the range but you can move 
the entire ship left and right 
though not forwards or back¬ 
wards. Enemy ships must be 


object is to reach an island but 
you can only fly as far as fuel 
supply allows. The fuel imposes 
a bit of a problem — the sooner 
you leave the ship the sooner 
you can stop being blown up by 
the enemy, but if you leave too 
soon then you could end up fall¬ 
ing out of the sky as your engine 
splutters through lack of fuel. 

Once airborne you must steer 
the chopper left and right — 
Space Invader style — to avoid 
the onslaught of enemy aircraft 
and their missiles. You can 
shoot back and every enemy 
plane downed gains you 50 
points. 

If you survive the enemy air¬ 
craft and your fuel holds out 
then you enter the channel, the 
last stage of the game. At this 
point you must attack enemy 
ships and barrage balloons 
while flying down a narrow river 


dead ahead of your position to 
be destroyed by hitting them 
three times, bagging you 200 
points for each one. It's all very 
well lobbing shells at the enemy 
but you must be reasonable and 
expect them to send a few back. 
Your guns have a slightly longer 
range than theirs. This means 
that you will be able to get at 
least one 'free' shot off before 
they return fire. The enemy gun¬ 
ners are pretty good, they rarely 
miss and every hit destroys a 
sizeable percentage of your 
ship. The only way to avoid the 
enemy shells is to keep out of 
range, difficult when you are 
among the enemy fleet with five 
or six ships breathing down 
your propeller shafts. 

At any stage during the naval 
engagement you can launch a 
helicopter, thus entering the 
second stage of the game. The 


simulation it's fantastic and 
would beat Centre Court any 
day. If you're a bit of a tennis 
fanatic then I would certainly 
recommend this 'cos it's better 
and a pound cheaper than 
Amsoft's effort. 


and continue the match. 

Apart from the ability to select 
two player mode or one player 
against Straddles, you can ask 
for a demonstration game at any 
one of the three levels. It's very % 
much like watching a real tennis 
match. The only thing missing is 
the commentary, but you could 
always provide your own. 


CRITICISM 


Tennis is not an easy 
game to simulate, it's 
very hard to capture the 
'feel' of the game. But I am very 
impressed with Match Point. 
The characters are well defined 
and very well animated. The 
different options give the game 
a lot of flexibility, the most 
inexperienced will cope with 
the semi-finals while the finals 
are very challenging indeed. The 
movement of the ball is excel¬ 
lent, I particularly enjoyed the 
way it re-bounds off the net. The 
only thing that annoyed me was 
the wretched bleeping when¬ 
ever the ball was out, I had to 
turn the volume off in the end 
and rely on messages at the 
bottom of the screen. If you 
fancy yourself as a tennis thug 
then get this. 


f\\ I have a tendency to steer 
mmk awa Y f rom sports games 
S-J but I really enjoyed play 
ing this. Firstly it's great fun just 
to set it up into demo mode and 
watch. An ideal way to enjoy out 
of season tennis especially if 
you have a couple of friends 
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channel. If you collide with the 
cliffs or any enemy craft your 
helicopter will be destroyed. 
You are still suffering from the 
fuel problem but in this stage it's 
possible to re-fuel. Along the 
water's edge there are some 
huts together with a landing 
stage to which you guide the 
helicopter, land and collect 
some men. If you manage to 
reach the end of the channel you 
are awarded bonus points for 
every man collected. 

Control keys: joystick only 


CRITICISM 


I spent my time waiting 
for the first enemy ship to 
come into range wonder¬ 


ing just what it is that links this 
game with the Falklands war. I 
concluded that the only link was 
war itself. After all there was no 
ship to ship engagement in that 
conflict,, helicopters were not 
used systematically to shoot 
down the Argentinian air force 
and finally the British did not 
use helicopters to knock out 
Argentinian ships held up in a 
narrow channel protected by 
barrage balloons. What a stupid 
title. After playing the game I 
soon realised that the only way 
this game could be marketed 
was by giving it a slightly 
controversial name, it's worked 
before so why not now? The 
game itself is utter rubbish. Why 
can't you control the range of 
your guns, to make it a little 
more interesting? How is it that 
the only way of moving out of 
the range of the Argentinian 
guns is by moving left or right 
until you can't see the ship any 
more. That suggests that the 
Argentinians were as stupid as 
the Bug Blatter Beast of Trail, 
who could be evaded if one cov¬ 
ered ones eyes on the principle 
that the beast thought that if 
you couldn't see it, then it 
couldn't see you. Also, I didn't 
know that the Argentinians flew 
bi-planes, because that's what 
the silly aircraft on the second 
stage look like. 


S i 

i th( 


Raid On Port Stanley 
took a war to inspire it 
li then it could be excused 
as being written under fire. The 
game is to computing what 
Hitler was to diplomacy. I can 
only say that the title is a product 
of marketing. I'm surprised they 
haven't included a high score 
competition along the lines of 
'Kill an Argie-Win a Metro'! 
Having to run a blockade of 
ships as you approach the island 
is the best of the screens, but 
don't run out and buy a tin hat 
yet! The only way to avoid 
enemy shelling is to keep the 
ships off your screen, a case of 
out of sights, out of range. A 
similar method is adopted for 
the Argentinian planes which 




Presentation 20% 

There are no key options and the 

very definition of a dull loading 
screen. 


Graphics 17% 

Only two elements are any 
good, the helicopter exploding 
and the aircraft in part 1. 


Sound 35% 

The helicopter and shell effects 
are not bad but become tedious. 


Playability 32% 

tkillanythinq th 


Just kill anything that moves but 
near impossible to avoid being 1 
hit by the enemy ships. 


Addictive qualities 10% 

ICft 


You are bound to stick at it if only 
to discover if the end is as bad as 
the start. 


Value For Money 12% 

A ridiculous price for a game 
that wouldn't rate as budget 
software. 


Overall 12% 

No comment. 


harass you as you near the 
island. You cannot fire against 
them, so you avoid damage by 
outrunning them. With ships 
that fast it's a wonder the enemy 
don't just surrender at the start 
of the game. It's a pity they don't 
and save you the trouble of 
ploughing through the rest of it. I 
personally will hoist the white 
flag now and just say the game 
is not worth the memory it's 
used, and certainly cannot just¬ 
ify the price tag of £8.95 


3i 


The Falklands war involv¬ 
ed a lot of state of the art 
war hardware so it's dis- 


rrw, / UVVCJI C7 OU U O 

appomting to find that the game 
reflects nothing of this. The 
game itself is pretty dire, the 
planes sent out by the enemy to 
harass you, are probably the 
best piece of animation you'll 
see during the game. Once you 
are bored enough you can 
launch your helicopter and take 
to the skies, where you have a 
much earned screen change. 
Enemy planes scroll down from 
the top of the screen in monot¬ 
onous formation and fire rather 
randomly at nothing in partic¬ 
ular. Once past the planes you 
enter the channel. This is pop¬ 
ulated with barrage balloons 
that move backwards and for¬ 
wards and yet more ships. You 
can fire at both of them but 
beware of the ships as you may 
collide with them — in a heli¬ 
copter! The whole game is com¬ 
pletely insipid and I think in poor 
taste, / will sign any treaty if / 
don't have to play this again 


A POWERFUL DATABASE 
FOR THE PRICE OF A GAME? 


KWIKFILE 


A low price database, designed for fast and easy manipulation of 
datafiles. Features include:- 

* Fully menu driven 

* Up to 18 fields per record 

* Field totals 

* All fields of variable length 

* 28 characters per field (More can be entered but not displayed) 

* Up to 22 000 bytes per field 

* Alpha numeric sort on any field-ascending or descending 
Fast search (by embedded key) which displays all records 

containing required data on screen whilst you select individual 
records to view. 

r £ r '. nt any fields in any order, or lists of all (or any) records, or print 
labels. (Either on screen or any Epson compatible printer) 

* Reports with or without field names 

* Calculation of fields (Ideal for stock records etc) 

* You can change the name or calculation formula of any field or 
add an extra field. 

* Menu driven file catalogue (Disc version only) 

* Tape and disc versions on one tape 


Cassette £7.95 
Disk £11.95 


ADD £1.00 FOR OVERSEAS ORDERS 


AL Beech, Tollgate House, Trentham Road, 
Butterton, Newcastle, Staffs ST5 4DY 
TEL: 0792 641770 


. 
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STAR FIREBIRDS 


Insight, £7.95 cass 

Star Firebirds is a version of an 
obscure arcade game doing the 
rounds a few years ago. As you 
may expect it has a similar 
scenario to arcade games of that 
period. You go left, right and 
fire. Actually the game in ques¬ 
tion originally appeared when 
game designers where starting 
to add original features to the 
old classic, ie a warp button. 

If you're interested in the sce¬ 


Since you're the nearest mem¬ 
ber of the human race around, 
they start on you. The birds 
attack in waves of fifty, compri¬ 
sing mainly eagles and gulls. 
Also prone to drop down on you 
are some large bombs. Their 
shrapnel, should they reach the 
bottom of the screen, is likely to 
blow the ship to smithereens. 
Using the laser cannon, the 
bomb can be blasted while it's 
still high up and then resulting 
shrapnel from the explosion 


nario it runs as follows. You 
have travelled to the outer rea¬ 
ches of the cosmos to do battle 
with the legendary Firebirds. 
The Firebirds aren't very nice at 
all and are intent on the dest- 
runtinn of all the human species. 


should be easier to dodge. Also 
making an occasional appear¬ 
ances are the Emperor Birds 
which, because of their imperial 
shielding, have to be blasted 
many times before they finally 
give up and die. 


If your ship gets into a tight 
area and it looks like curtains for 
certain, then breathing gently on 
the space bar should put the 
ship into warp making it invul¬ 
nerable to any attack. Warp also 
activates the booster rockets 
and propels you up the screen. 
Still able to move left and right 
it's possible to use the ship as a 
ram by bashing into the attack¬ 
ing Firebirds and, as you can still 
fire as well, a fair bit of destruc¬ 
tion is possible when using 
warp. If you don't use the it then 
it's possible that the engines will 
fire by itself due to the energy 
build up in the crystals. 

The ship cannon is (state-of- 
the-art stuff) is a 'quadruple 
photon cannon', which actually 
means you can have four shots 
in the air at any one time. 
Control keys: Q/A left,right, left 
square bracket for fire and space 
for warp. 

CRITICISM 


ill 


I'd really thought that the 
time of this game had 
passed, even for a rela 
tively new machine like the 
Amstrad. It really is very dull 
indeed. Why Insight have decide 
to convert this from the Spec¬ 
trum I don't know. The graphics, 
scenario and feel of the game 


are so ancient. There is some 
limited neanderthal appeal but 
not £7.95 worth. Insight should 
concentrate on converting their 
excellent Vectron to work on the 
Amstrad but Firebirds is well 
worth steering clear of. 


After seeing the Spec¬ 
trum version I was look- 
iing forward to a great 


transalation on the Amstrad but 
unfortunately it is just not up to 
the same standard. Bugs were 
found in quite a few places such 
as when you die you can fire for 
a few micro-seconds after 
you've been hit — but to com¬ 
pensate for this you may be 
illed by aliens that are a few 
pixels away from you. The 
sound is well up to the Amstrad 
standard and gives some very 
painful splats when you kill 
something. The colour and 
sound are fine, but the game- 
play is not good enough. 


/ am afraid that this game 
has turned out to be 
something of a disap 
pointment to me. / had expected 
some really smart graphics do¬ 
ing their bit at great speed. Not 
so. The programmers have op¬ 
ted for maximum colour with 
the result that the aliens are big 
and very chunky. Gaudy even. 
As far as the gameplay is con¬ 
cerned / think there are a lot of 
people who would enjoy such a 
fast action shoot em up so it's 
really is saddening that the 
graphics don't contribute to the 
game's playability. On the plus 
side / thought the sound had 
been effected very well, though 
that's little compensation for a 
generally dull game. 


Presentation 43% 

Big easy to read letters but 
there's an awkward menu 
system that has to be accessed 
every time you play. 

Graphics 49% 

Colour, chunky and messy. The 
movement isn't too hot either. 

Sound 58% 

Parps and peeps as appropriate 
but nothing stunning. 

Playability 55% 

Instantly playable because of its 
simplicity but not much fun. 

Addictive qualities 39% 

Despite slight initial appeal it's 
easy to get tired of the constant 
repetition of action. 

Value for money 21 % 

Even as a budget game Firebirds 
would not have been well 
received but at eight quid it just 
isn't worth it. 

Overall 32% 

There's a slim chance someone 
out there may like it, but it's a 
very slim chance indeed. 
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BRUCE LEE 


US Gold, £9.95 cass 
Author: Timedata Ltd 


your passage through them 
must be skillfully timed. Explod¬ 
ing t'sung li and the deadly pan 
lights should be avoided unless 
there's a suicidal streak in you. 

Go off the edge of the screen 
and the next one flicks into view. 
Bruce is represented onscreen 
and is controllable from joystick 
or keys. Apart from the fighting 
moves, Bruce's repertoire of 
movements include running, 
jumping and climbing. Climbing 
comes in handy for quick esc¬ 
apes via the large number of 
vines growing around the man¬ 
sion. When it comes to a fight 
our hero is well equipped with a 
powerful drop kick and a chin 
shattering punch. Bruce is a 
fairly tough character — he can 


Bruce Lee is, as you might well 
expect, a game starring the 
Martial Art Master— Bruce Lee. 
Playing the part of the world's 
most filmed fighting man, you 
have to guide Bruce to fame, 
fortune and eternal life. The 
trouble is, the guy who posse¬ 
sses all this infinite wealth and 
the secret of immortality is a 
powerful wizard. Naturally, the 
wizard is loathe to let anyone 
steal his prized possessions, 
which he has stashed away in 
his large mansion. Being a sec¬ 
urity conscious chap he's instr¬ 
ucted his many minions to at¬ 
tack and kill any intruders found 
lurking within the many roomed 
fortress. 

There are two different types 


of attacker employed by the 
wizard. Most deadly of the two is 
the green Yamo, a porky green 
assailant looking like a fat ver¬ 
sion of The Hulk in a loincloth. 
The Yamo will take three midriff 
kicks before he gives up. A 
couple of kicks or a well placed 
punch should fell the other nasty 
you'll meet, the black clad Ninja. 
Wielding a bokken stick, the 
Ninja is slightly easier to knock 
out than his fat friend. Also 
placed to hinder your way are a 
set of locked doors that can only 
be unlocked by collecting a 
number of lanterns. Natural 
hazards and obstacles are also 
fairly prolific throughout the 
mansion. Electric charges zap 
between various portals and 


take four or five biffings from 
either the Yamo or the Ninja 
before taking a fall, and he can 
take five falls before expiring 
and causing you to start a new 
game. 

The game commences out¬ 
side the wizard's lair and to get 
in, Bruce has to collect the 
lanterns placed throughout the 
adjacent screens of the gardens. 
Once this is achieved, a small 
door slides back on the first 
screen and you're into the wiz¬ 
ard's castle. There are nineteen 
screens, each usually containing 
some sort of obstacle to be 
passed. Once you've completed 
all there is to complete, the 
Wizard appears and a short bat¬ 
tle to the death takes place. Win 


this, and wealth and eternal life 
is yours. Ahhh, what a nice 
ending. 

Control keys: Joystick. 


CRITICISM 


Understandably 


bit 


ly 

wary after US Gold's pre¬ 
vious conversions, I 
didn't expect great things from 
the Bruce Lee conversion. Luck¬ 
ily my preconceptions were 
totally unfounded and I'd rate 
Bruce Lee as one of the best 
games on the Amstrad to date. 
The graphics, though of a sim¬ 
ple style, are very effective and 
near identical to the Commo- 
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dore version. As with other 
implementations of this game, 
its main appeal is the superl¬ 
ative playability. This game is a 
real favourite for me and I hope 
it is does as well as it deserves. 

There are other games 
available, with more 
screens — and that could 
give you the impression that 
you're getting a lot for your 
money. However, Bruce Lee 
possesses a quality rarely found 
in this type of game. It has style, 
atmosphere and superb playa¬ 
bility. Some of the chambers are 
wonderfully designed and the 
graphics are really original. I first 
saw this game on a rival 
machine and became instantly 
addicted. This version is the 
hardest I've encountered to date 
and I imagine spending many 
more all night playing sessions 
on the game. Don't hang around 
— just buy it. 



Bruce Lee is my personal 
favourite on another 
machine. Now it's come 
to the Amstrad I'm well impre¬ 
ssed. Graphically the game isn't 
anything special but what's 
there is adequate and effective. 
It's also very close to the original 
and at first glance the game 
could easily be mistaken as 
being a Commodore one. The 
sound is on a par with the 
graphics there's an authentic 
title screen tune and some app¬ 
ropriate spot effects. Thankfully 
the game is more fun to play 
than to watch and wouldn't look 
amiss in any self respecting 
Amstrad owner's software 
library. 



Presentation 83% 

Great two player mode and neat 
title screen and generally above 
average. 


Graphics 88% 

Though a bit blocky, the use of 
colour and movement is 
exceptional. 

Sound 79% 

A bit sparse but what I did hear 
was good. 

Playability 94% 

The simple but imaginative 
gameplay makes for a good buy. 


Addictive qualities 95% 

Even once solved you still find 
yourself reaching for another 
game. 

Value for money 89% 

A bit dear at nearly £10, but 
generally worth the extra 
expense. 

Overall 93% 

Should appeal to most 

g amesters everywhere, 
efinitely deserves to be a hit. 
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Martech, £8.95 cass 


Unlike some sports simulations 
Geoff Capes Strong Man re¬ 
quires more than mere joystick 
waggling. The game begins with 
a training session, the outcome 
of which governs your perform¬ 
ance for the six events. The task 
for this session is to build 
Geoff's strength up as much as 
you can. At the bottom of the 
screen you see an empty bar 
graph. You have to waggle the 
joystick like crazy for a few 
seconds to get the red bar as far 
up the scale as possible. You can 
wimp out, and accept the default 
strength, but it's not that macho. 

Every event begins with a rest 
period, when you share out the 
strength you have built up. The 
energy shown on the main bar¬ 


chasing', making it much more 
than a 'how much punishment 
can you give your joystick' 
game. The Z and X keys are used 
at the start of each event to 
move a horizontal bar up and 
down on a scale from 0 to 100, 
indicating the effort Geoff is to 
put into the task in hand. The 
more effort Geoff puts into an 
event, the more rapidly he can 
complete it, and the more diff¬ 
icult it is for you! 

During the Lorry Pull, Barrel 
Loading and Car Roll events, the 
eight muscle icons around the 
screen flash indicating the order 
in which the muscles are called 
upon as Geoff gets going. You 
must follow the order of the 
flashing icons by moving a 
yellow arrow over each icon in 
the sequence and pressing fire. 
If you manage to follow the 



graph can be allocated to the 
eight body parts represented by 
icons around the edge of the 
screen. Moving the arrow over 
an icon, you hold down fire until 
the desired amount of energy 
has been transferred onto the 
smaller bar graph contained 
within the icon. Repeat this 
process until all parts of the 
body are awarded some 
strength. 

During an event, the rate at 
which a muscle's energy reserve 
is depleted depends on the level 
of effort you selected at the start 
and how often that particular 
part of the body is used during 
the task. Care has to be taken in 
allocating strength reserves, for 
if any part of the body is called 
upon during an event and found 
to have no strength, then Geoff 
collapses exhausted and you 
have to begin the game afresh. 

During an event, the action is 
viewed on a the central area of 
the screen, around which eight 
icons are grouped. The most 
novel feature of this game is the 
way in which joystick waggling 
has been replaced with 'icon 


order, then the icon you selected 
flashes green. If you select an 
icon out of sequence then it 
flashes red. If you fall too far 
behind the sequence, Geoff 
grinds to a halt — and if you 
mess up totally, you can wait 
until all the icons flash red, 
indicating that the sequence is 
about to start again. The speed 
at which the icons flash yellow 
depends on the amount of effort 
you have selected — at 100 
percent you daren't blink. You 
are competing against the clock 
in all three events. 

The Log Chop requires you to 
press the fire button with split 
second timing. An Axe moves to 
and fro across the screen, above 
a log. When fire is pressed it 
descends and chops a lump out 
of the wood. Sections of soft¬ 
wood take one chop to cut 
through, hardwood needs two 
chops and knots, toughest of all, 
three chops. The aim is to select 
an easy section of log to attack, 
so you can cut through within 
the time limit. 

Barrel Loading uses both joy¬ 
stick waggling and icon chase. 


Geoff must load five barrels 
onto a truck within the time 
allowed. Waggling the joystick 
moves him over to the barrel 
and makes him pick it up. From 
here on, chase the icons until he 
reaches the truck, then press fire 
at the right moment and Geoff 
lobs the barrel into the truck. 
Then it's back across the screen 
to collect the next barrel... 

The Fairground Bell relies on a 
sustained period of waggling, 
until all of the muscle icons flash 
red indicating that Geoff is 
ready. Hitting the fire button 
brings the hammer down with a 
vengeance. The quicker you are 
at hitting fire after the muscles 
have flashed red, the better 
Geoff does. 

Sumo Wrestling is the last 
event, and the only event where 
Geoff is forced to take on 
another competitor, face to face. 
The winner is the person who 
pushes his opponent out of the 
ring within the qualifying time. 
Pressing the fire button at the 
right moment gain ground for 
Geoff: bad timing loses ground. 

Although Geoff is awarded a 
score for the completion of each 
event, the aim is to complete all 
six. If he fails in any event, either 
because he was exhausted or 
because he failed to qualify, 
then a new game starts. Should 
Geoff emerge from the events 
victorious you can have another 
training session and begin ag¬ 
ain, but this time the events are 
harder to complete than the time 
before. If you want to keep 
measure of your muscle power, 
the,n remember to enter your 
name on the high score table. 


CRITICISM 


The gameplay allowed 
Martech to use graphics 
that are suitable but 
not be described as highly 
detailed and well animated. At 
first I found it very hard to get 
the hang of the controls and 
sometimes missed the simple 
but uninspired joystick waggle 
technique called for in other 
games. Nevertheless after some 
perseverance I managed to do 
quite well and found the game 
quite playable. This game defi- 
nitelytlemands a little more skill 
and expertise than other simu¬ 
lations that I could mention. My 
only regret is that the designers 
didn't see fit to include an 
option which allowed you to 
practice each event before the 
real thing. 



m 


I am not a great fan of 
sports simulations so I 

_ really didn't load this 

game with any great degree of 
enthusiasm. However after play¬ 
ing it for a while it seemed a 
shame to have to describe it as a 
sports game. The different 
events called for a wide range of 
skills, not just a fast hand but for 
some pretty nifty co-ordination 



to boot. This is quite a challen¬ 
ging game to complete and I am 
sure that it'll provide endless 
hours of frustrating fun. 


It took me quite a while to 
get the hang of this game 
and / am still having 
problems. The variety of meth¬ 
ods used to control the strong 
man make for a complicated 
task requiring quick reactions 
and some pretty nifty joystick 
work. At first the game appeared 
to be too slow and dull, and / 
suspect that that may hold true 
until you get the feel of it. When 
you achieve a certain level of 
competence / think you will be 
well rewarded with a demand¬ 
ing and interesting game. 
Control keys:Cursor 


Presentation 64% 

The key choice was a little 
restricted but most will use the 
joystick option 

Graphics 79% 

Attractive and interesting 
graphics but the log event is a 
little simplistic. 

Sound 67% 

Fairly sparse and the opening 
music prior to each event 
caused a needless delay. 

Playability 83% 

Once mastered this is a very 
enjoyable game. 

Addictive qualities 78% 

Sufficiently difficult to warrant 
your attention and you'll always 

E o back to do just that little bit 
etter. 

Value For Money 75% 

Above average content for the 
price. 

Overall 85% 

This scores for its original 
approach and interesting 
content. Good game, no sweat 
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FIREBIRD SOFTWARE WELLINGTON HOUSE, UPPER ST. MART: 
Fireb^d and the Firebird logo are trademarks of British Teiecorrn 


LANE LONDON WC2H 9DL. TEL: 01-379 6755/5626 


NEW SUPER SILVER FOR AMSTRAD 

301 CYLU 306 CHIMERA 

302 DONT PANIC 310 WILLOW PATTERN 

303 BOOTY 313 THUNDERBIRDS 


MAILORDER 


Please state name of game, code number and quantity required. Enclose crossed 
cheque/PO made payable to FIREBIRD SOFTWARE. All offers are subject to avail¬ 
ability. Orders are despatched promptly. All prices inclusive of VAT and postage 

MAIL ORDER: ‘FREEPOST FIREBIRD, 

WELLINGTON HOUSE, 

UPPER ST. MARTIN’S LANE, 

LONDON WC2H 9BR. 'No stamns renuirerl 
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COMIC BAKERY 

• Panic in the 
bake-shop. 

• Fast and furious 


# Another red-hot 
Konami cookie! 


HYPER SPORTS 
Enter the stadium of Ki narr 
smash-hit sports simul; j on 
and skill of Archer and 
critical timing and brut f or( 
six events to test you tc^ oul 
continuing the challen^ 

left Off. mm 


PING PONG 
You can almost feel the 
tension of the big match 
breaking through the 
screen ... the expectant 
crowd is almost on top of 
you! You return the service 
with a top spin backhand, 
then a forward back-spin, 
the ball bounces high from 
your opponent's looping, 
defensive lod... SMASH!... 
a great shot opens the 
score... but this is only your 
first point! Play head to 
head or against the 
computer in this, Konami's 
first and best table-tennis 
simulation. r 


Imagine Software (1984) Ltd • 6 Central Street • Manchc 

Imagine Software is available from selected branches of SMITH , WOOUNORT) 



arcade fun. 


Wrf n ^ 

• Help Joe the 

> | 

, , * \ j 


baker defend his 

f Wf 


loaves from the 


1 ■' 

rascally raccoons. 
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> /WORLD SERIES 
Sy BASEBALL 

Join in the big pitch 
excitement and 
atmosphere of the 
world series 
championship with: 

• RUNNER STEALS 
• HOME RUNS 

• PITCHER STEALS 
and many more of the 
authentic fun features 

of real American 
Baseball. 


^'arni's No. 1 arcade 
.on. From the finesse 


, Cfi l. I IWIII UIC 

ld (eet Shooting to the 
‘porce of weight lifting- 
t( our limit. Hyper Sports 
n *where "Track and Field 


YIEAR KUNG FU 
If you can master 
the ten moves, 
expect the 
unexpected and 
FIGHT for your LIFE 
against the 
formidable masters 
of the martial arts 
you may live to meet 
them again on the 
mountain or in . 
the Temple. 


M2 5NS • Telephone: 061 834 3939 Telex: 669977 • ^ 

‘KYS. Rumbelows.Greens, Spectrum Shops and all good software dealers. Trade enquiries welcome. 
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SPY Vs SPY 


Beyond, £9.95 cass 
Author: Michael Fox 


The fans of those evil, black and 
white espionage idiots, featured 
in MAD magazine, have been 
holding their breaths for the 
launch of this game. Apart from 
madcap skullduggery Spy Vs 
Spy introduces two techniques 
which make this game stand out 
from the crowd; Simulvision 
splits the screen in two. While 
the two spies are in separate 
rooms these are shown one 
above the other. If the spies 
occupy the same room then the 
bottom half of the display blanks 
leaving you to concentrate on 
the upper section. If you elect to 
play against another person 
instead of the computer's spy 
then Simulplay allows each 
player simultaneous and indep¬ 
endent control of their respect¬ 
ive spies. 

The game is set within the 
confines of a foreign embassy. 
The two spies are battling to 
escape from the building but 
they both know that only the spy 
in possession of the secret brief¬ 
case, passport, money, key and 
plans has any hope of getting 
past the security guards. The 
one and only aircraft is set to 
leave as soon as the time limit 
has expired, so both spies are in 
danger of becoming long term 
guests of an unpleasant govern¬ 
ment. 

Collecting objects is simply a 
matter of moving from room to 
room and searching under furn¬ 
iture and pictures. To search 
behind a picture move your spy 
over to the picture until you hear 
a blip and press fire. The picture 
moves and anything behind it is 
added to your inventory. The fire 
button also opens doors or picks 
up other non-secret objects a 
spy positioned in the appropr¬ 
iate place. It's wise to go for the 
briefcase first, because without 
it you can only carry one object 
at a time. If you wanted to select 
a trap or pick up a counter trap 
then the item you pick up dis¬ 
poses of the object originally 
carried (items of inventory are 
re-hidden within the room you 
occupy). If you don't have the 
briefcase then, the course of 
action open is to hide objects by 
moving them to safe places and 
hoping that when you discover 
the briefcase the other spy won't 
have nicked your hoard. The 
briefcase holds all four secret 
items but should you be killed or 
chance upon opponent then the 
case, with its contents, is hidden 
within the room of your demise, 
available for the enemy to 
search for and grab. 

Since there is only one brief¬ 
case and one set of objects there 
is bound to be a degree of rivalry 
between the two spies. One spy 
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can dispose of another either by 
beating him to death in hand to 
hand combat or by setting a 
lethal trap. In this game death is 
not permanent, the victim floats 
heavenward and stays out of the 
game for seven seconds of real 
time, losing 27 seconds from his 
game time in the process. While 
the victim is 'away' the victor¬ 
ious spy can continue with the 
search. 

Hand to hand combat begins 
as soon as the spies share a 
room. By using the joystick you 
can wield a big stick in an 
attempt to do each other in. 
About seven well aimed thumps 
are required to send him on his 
way. A more refined method of 
despatch is via a device called a 
trapulator. 

Each spy's trapulator is posit¬ 
ioned alongside his screen. By 
using this device you can set five 
different types of trap, the sixth 
button is used to call up a map of 
the building to help you find 
your way about. Pressing fire 
twice activates the device with 
mode selection operated by cen¬ 
tring a cursor over an icon. The 
only trap which can be set in any 
position is the time bomb, the 
others have to be set up in a 
particular way. These include 
buckets of water that must be 
positioned over a door; a spring 
that can be placed behind any 
object, except a door, as can the 
bomb; and a gun that must be 
placed and then the string tied to 
a door. The cost to a spy in set¬ 
ting a trap is time, often worth¬ 
while for the chance of a good 
giggle when the other spy gets 
roasted, splattered or blown up. 
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It would be wise to remember 
that once a trap is set it is just as 
much a danger to you as it is to 
your foe. All traps remain set 
until they go off or are disarmed. 

All traps exceptthe time bomb 
can be 'de-fused' by a counter 
device. An umbrella for inst¬ 
ance, found in a coat rack, is use¬ 
ful as protection from the water 
bucket. A pair if scissors from 
the first aid cabinet takes care of 
the gun and string. A fire bucket 
can deal with the bomb while a 
pair of wire cutters come in 
handy if you have to get past the 
spring trap. The only way of 
knowing which trap you have to 
deal with is by watching your 
enemy when he sets it, and of 
course by not forgetting which 
room it was set in. When you are 
setting traps don't make life 
easy for the other guy, ensure 
that there isn't a remedy around 
the corner! 

The option screen allows you 
to select the size of the building, 
up to 36 rooms with a time limit 
of 24 minutes. You can also 
select the intelligence of the 
enemy spy, 1 being pretty easy 
to defeat in combat and not very 
clever, 5 being very smart 
indeed. A large building means 
that there are a number of differ¬ 
ent levels, up ladders and 
through holes — in this case the 
map comes in very handy. It tells 
you which rooms you have been 
in which rooms contain any of 
the inventory items, but you lose 
time and points for using it. 

Once you are in possession of 
the briefcase with all four items 
inside, you can search for the 
door to the airfield. Once 
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through, stop for a quick giggle 
and climb aboard your plane. 
The game ends with a rating 
which, more often than not is 
downright insulting, but that 
depends on just how sly a spy 
vou are.. 


CRITICISM 


'1 


Spy vs Spy is wonderful. 
The graphics are a credit 
to the Amstrad and look 


more like the Commodore vers¬ 
ion than the Spectrum. I should 
think that by now that the game 
play is legendary. The idea of 
two players being able to play 
the same game at once may not 
be revolutionary, but it is exec¬ 
uted so well. This is a two player 
game to beat all two player 
games but even just playing 
against a computer spy is a 
great challenge. It's just as well 
you can keep an eye on what the 
spy is up to. Getting the hang of 
collecting the goodies takes a 
little time but once mastered 
you can set about exploring the 
huge and very deep strategy 
that the game offers. Spy vs Spy 
should keep you enthralled for a 
very long time indeed. 










































































































































































2 Beyond have done a 
I superb job moving Spy vs 

_ jSpy onto the Amstrad 

except for two points. The other 
versions help the player back¬ 
track through the building by a 
system of 'breadcrumbs' which 
indicated the route he had taken. 
I also found that positioning the 
spy required a great deal of care. 

I suspect that the character con¬ 
trol is lacking somewhat. To be 
fair though the gameplay is so 
strong and the overall polish so 
good that those two complaints 
hardly detract from the enorm¬ 
ous fun that this game offers. 
Planting traps is great fun 
though not when you run into 
your own. To play this game you 
need an evil mind, a good 
memory and no other commit¬ 
ments, you won't have time for 
anything else. 


3 Spy vs Spy on the 
y Amstrad is a great game. 
i 1 The game screen is very 
bright and coiourfui. The sound 
is superb with excellent use of 
spot effects for fighting sounds. 


The huge range of options 
makes the game easy to get into 
and adds considerably to its 
addictiveness. Graphics are 
excellent, cartoon-like but 
somehow realistic at the same 
time, so it's always a delight to 
play, and the gameplay is mar¬ 
vellous. Spy vs Spy is a very 
sinister and funny game, you 
will love it. Buy it and you won't 
regret it 


Presentation 91 % 

You are offered a huge range of 
options which makes the game¬ 
play very varied. 

Graphics 94% 

Commodore quality graphics. 

Sound 87% 

The spot FX add much to the 
game. 

Playability 89% 

Little awkward to position your 
spy but otherwise excellent. 


Addictive qualities 93% 

Not allowing an Amster to play it 
would be more effective than 
pulling finger nails. 

Value For Money 87% 

It isn't cheap but it's worth every 
penny. 

Overall 94% 

Worth coming in from the cold 
for. 
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BEACH-HEAD 


BOUNTY BOB 
STRIKES BACK! 


Multiscreen 3-D Arcade Action 

A peaceful island is being held by a 
ruthless dictator and his troops. As Chief 
Commander of land and sea forces in 
the Pacific, you must obtain a quick naval 
victory and then invade the island with 
land forces. If your troops succeed in 
penetrating the island defence systems, 
the most difficult challenge still 
remains; capturing the enemy fortress of 
Khun-Lin. 

Beach-Head is a multiscreen action game 
which requires different skills and 
provides new sequences as you progress 
through the game. 


[THE BEST Of AMERICA.. 


Twenty-five Levels. 

Multi Channel Music. 

Dual Joystick Capability. 

‘ Bounty Bob Strikes Back” is the sequel to 
"Miner 2049er” which was a huge success 
on the Commodore 64 and Atari 
machines. Now on the Amstrad, this ver¬ 
sion features Bob’s toughest challenge to 
date and he needs your help more than 
ever before to guide him through the mine. 
The mutant organisms within have multi¬ 
plied and over run the mine entirely, 
making it extremely difficult to survive 
the hazards of the underground passage¬ 


ways. Using high powered special 
equipment in the twenty-five caverns is 
Bob’s only hope of achieving his objective 
of securing the mine and defeating the evil 
plans of Yukon Yohan. 
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BRUCE LEE 


Twenty secret chambers to explore 
Unique multiple player options 


Dazzling graphics and animation 


ou 

the 
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In “Bruce Lee” you will experience the 
power and the glory of Bruce Lee, one of 
the greatest masters of the martial arts. 


As Bruce Lee, you will confront a barrage 
of vicious foes. You must penetrate the 
fortress of the Evil Wizard and claim his 
fortunes. Destroying the Wizard will earn 
you immortality and infinite wealth! 


U.S. GOLD ON THE AMSTRAD*- ONI. 
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RAID! 


IMPOSSIBLE 

MISSION 


Gripping Arcade Action 


Superb Graphics and Sound 


Multiple 3-D Scrolling Screens 


At 21.15 hours on the evening of May 16th 
1943, a flight of specially prepared 
Lancaster bombers left R.A.F. Scampton 
for Germany And so, one of the most dar¬ 
ing and courageous raids of the Second 
World War was underway. Now you have 
the opportunity to relive the drama 
and excitement of this famous action via 
your Amstrad computer. You will take the 
parts of Pilot, Navigator, Front and Rear 
Gunners, Bomb Aimer and Flight Engineer 
as you play this authentic reconstruction 
of the night s events. The multiple screen 
action is complemented by a compre¬ 
hensive package of flight documents and 
authentic material from the period. 


Game of the Year 1985 
British Micro Awards 


The scene is one of World-wide conflict. 
The only hope of saving the World from 
nuclear annihilation is an attack by stealth 
bombers on the launch sites. 

As squadron leader, you must lead your 
troops on a virtual suicide mission; knock¬ 
out the launch sites, and proceed to 
the command headquarters. Armed only 
with the weapons you carry, you must 
destroy the defence centre and stop the 
attack! 


Message from the Agency computer..... 

“....Your mission. Agent 4125 is to foil a 
horrible plot. From an underground 
laboratory, Elvin, the scientist, is holding 
the world hostage under threat of nuclear 
annihilation. You must penetrate his 
stronghold, avoid his human-seeking 
robots and find pieces of the security 
code. 

Somersault over the robots or use a 
precious snooze code to deactivate them 
long enough to search each room. Use the 
Agency’s computer to unscramble the 


passwords from the code pieces, or try to 
solve them yourself. You“d better 

beware.This mission is stamped 

IMPOSSIBLE!” 


U.S. Gold Limited, Unit 10, 

The Parkway Industrial Centre 
Heneage Street, Birmingham B7 4LY. 
Telephone: 021-359 8881 Telex: 337268. 


I GREAT GAME AFTER ANOTHER! 


’All screen shots as seen on the Commodore 64 

























THE BEST THING 
SINCE THE REAL THING 


A Spitfire flight simulation set 
in 1940. Ground features 
and realistic air combat. 

Sbitfire’40 is available 
from W H Smithy, Boots 
and good software stores 
everywhere. 



Target: To rise through the ranks 
of the RAF elite to Group Captain, VC,. 
DSODFC 

Mail order and catalogue requests to: 
Mirrorsoft Ltd., Maxwell House, 

74 Worship Street, London EC2A 2EN 
Tel: 01-3774644 
Trade orders to: 

Mirrorsoft Ltd., Purnell Book Centre, 
Paulton, Bristol BS18 5LQ. 
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VOTE FOR THE BEST 
GAMES OF THE YEAR! 
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VOTE FOR THE BEST GAMES OF THE YEAR! 


BEST GAME OVERALL 

Title & Software House 


BEST TEXT-ONLY ADVENTURE 

Title & Software House 


BEST GBAPHICAL ADVENTURE 

Title & Software House 


BEST FUGHT SIMULATION 

Title & Software House 


BEST SPORTS SIMULATION 

Title & Software House 


BESTWARGAME 

Title & Software House 


BEST MUSIC 

Title & Software House 


TACKIEST GAME OF THE YEAR 

Title & Software House 


For the most outstanding programming 
achievement of 1985 


STATE OF THE ART AWARD 

Title & Software House 


BEST PLATFORM GAME 

Titlo Rj ^nft\A/aro Mm iqp 


t me oc ouiiwaic nuuoc 




BEST SHOOT EM UP 

Title & Software House 




BEST ARCADE ADVENTURE 

Title & Software House 





Please cut out this page 
from the magazine and 
send it back to us as soon 
as possible. Don't forget 
to write your name, 
address and T-shirt size 
(small, medium or large) 
on the form in capital 
letters! 

In each category enter 
the name of the program 
and the software house 
concerned for which you 
wish to vote. Please note: 
products must have a 
1985 copyright to be 
elligible. The collated 
results will be presented 
as a winner with two 
runners-up. 

There's no need to fill in 
every category if you 
cannot think of anything 
suitable, but obviously the 
more you fill in the better 
the end result will be. 

Forms should be returned 
to AMTIX! READERS 
AWARDS, PO BOX 10, 
LUDLOW, SHROPSHIRE 

SY8 1DB to arrive no later 
than Monday January 20th, 
when the draw will be 
made. 


BEST GRAPHICS 

Title & Software House 





BEST SOUND FX 

Title & Software House 
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Get a 

256K SILICON DISK DRIVE — LIGHT PEN ROM — 
SPEECH SYNTHESISER ROM !! 

The Choice is yours with these great prizes from 

DKTRONICS... 


I'd only been at Newsfield 
for a few days before 
Uncle Jeremy plonked a 
load of bumph about 
these expansion thingies 
in front of me. 'We're 
doing a competition and 
they're the prize' he said 
'so get on with it.' 

No consideration for 
the fact that I'm 
Apprentice Competition 
Minion and have had no 
previous experience in 
writing these 
competitions! I wouldn't 
mind if Boss Comp 
Minion could have helped 
me, but he was far too 
busy working on 'Why 
did Uncle Jeremy give me 
this competition as my 
first assignment as 
Competition Minion 
Apprentice?' to come 
across and give me a 
helping hand. Oh well. 
Boss CM did warn me 
that life as a comp minion 
is a tough one. 


1HE 

nanage. Those luwerly % 


people at DkTronics are 
giving away some of their 
absolutely briliopad 
Amstrad hardware add¬ 
ons, and if you win this 
faberooni competition 
then YOU can choose 
your prize. 

Using these add-ons 
you can do some pretty 
neat things with your 
Straddle. For a start you 
can turn your trusty ol' 

464 into a gleaming 6128 
(along with a bit of 
polish). There's also a 
Light Pen ROM so you can 
draw using your monitor 
screen as the pad. If you 
feel like talking dirty to 
your computer then you 
can always plug in the 
ROM Speech Synthesizer 
and chatter away long 


into the night... 

On the other hand, if 
slow memory storage 
and accessing really get's 
up your snout then the 
256K Silicon Disk sounds 
just the right sort of thing 
to speed things up. 
Compatible with both 
464,664 and 6128 
computers the silicon disk 
allows you to use 'b' and 
'c' drives automatically. 

Tempted by these 
goodies, eh? Well, there's 
THREE first prizes of any 
two of these products 
and a further THREE 
prizes of any one. All you 


have to do is name five 
songs with 'MEMORY' in 
them. Easy, huh? Okay, so 
it's not so easy, but then, 
just as I have just found 
out, life never is ... 

Get searching through 
your old record collection 
and send your entry in 
(postcards please, or back 
of sealed envelopes), 
complete with five songs 
with the word 'memory' 
(or'memories') in the 
titles to NAME THAT 
SONG, AMTIXI, PO BOX 
10, LUDLOW, 
SHROPSHIRE, SY81DB to 
reach us by 30th January. 
By the way, be kind to our 
mail sorters by making 
sure that you put AMTIX 
on the envelope ... 
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Wso YOU THINK YOU’D MAKE A CAPTION WRITER? 





"* MELBOURNE HOUSE PHOTO CAPnON 


!SS5! H . 0f SOfTWflRE 

COMP 


You could win the Complete Works 
of Melbourne House for the Amstrad 


Out with your caption writer's thinking 
cap, sharpen a pencil (or biro, if you're daft 
enough) and fill in the speech bubble. 
Send off the piccy, remembering to add 
your name and address, and you could 
win a prize of epic proportions if your 
entry arrives by 30th January 1986. 
Entries please, to ROCK N WRESTLE, 
AMTIX!, PO BOX 10, Ludlow, Shropshire, 
SY8 1DB. 


NAME ... 
ADDRESS 


..POSTCODE .. 

40 AMTIX January 1986 


■ 

It's amazing what you have to do 

■ nowadays, when you work for a company 

■ as a Publicity Person. I mean, there was 

■ Melbourne House's PAULA BYRNE (she's 

■ Wonderful), sitting quietly in the office 

■ one day, pondering what she should do to 

■ promote the whizzo new wrestling game 
I Big Daddy's Rock'n Wrestle when in step- 
g ped the man himself ... In full wrestling 
I gear. 

"Aha", said a passing photographer. 

- And "Oho" as an idea crossed his mind. 

! And before Paula could finish writing the 
press release telling people about the 25 
different wrestling moves contained in 
the game, she found herself in a corridor, 

■ with Big Daddy's arm round her neck 

■ being snapped by the superkeen lensman 

■ for a publicity shot. 


Then it was back to the office for Paula, 
to add the paragraph about the ten 
opponents you meet in the game and the 
rock sound track that plays along while 
you wrestle. All in the the working day of 
your average Melbourne House Publicity 
Person, you understand. 

And now the photo has been 
developed, printed and sent to sunny 
Ludlow. Paula, you see, was a bit stuck as 
to how to caption it. So she decided to 
offer one set of Melbourne House's 
complete works to the writer of the best 
caption for the photie. And fifty copies of 
the game BIG DADDY'S ROCK N 
WRESTLE will go to the runners up. So if 
ou think you're the wittiest person alive, 
ere's your chance to cash in on your 
talent. 


ROCK, WRESTLE and ... WRITE! 











































THE WRY OF THE 


Become a master of this mysterious ancient art: progress from 
novice to Tenth Dan and test your strength and discipline. You can 
control your character with either joystick or keyboard -18 
different manoeuvres including blocks, flying kicks, leg sweeps, 
roundhouse and even somersaults! 

Challenge the computer, facing opponents of progressively 
greater skill, or compete with a friend. THE WAY OF THE EXPLODING 
FIST has it all - addictive competitive action, dazzling graphic 
animation and sound. The wait is over - you are about to face the 
challenge of a lifetime! “Spectacular, startlingly original epic 
most televisual game I haye encountered.”- Daily Mail. 

“Quite simply the best program.” - Popular Computing Weekly 
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U The Way of the 
Exploding Fist is 
virtually beyond 
criticism - 
technically brilliant 
and visually 
absorbing, jy 

POPULAR COMPUTING WEEKLY | 

U Melbourne House’s 
karate simulation explodes 
on to the Amstrad. This is a 
great arcade scoring game 
as well as wonderful family 
entertainment. 

In Way of the Exploding 
Fist, Melbourne House 
have scored a great hit. j j 

AMTIX 

U As a sports simulation, 
this is one of the finest and 
most realistic we have 
seen. As an arcade game, 
it’s addictive and pacy. It’s 
clearly destined for the 
top.jj 


U\ can’t tear myself away 
from this hit game, a karate 
contest called The Way of 
the Exploding Fist.jj 

DAILY EXPRESS 

it The graphics made my 
eyes pop out. Fantastic 
sound effects, state of the 
art animation and brilliant 
game play. One of those 
games that you can get out 
time and time again, jj 


ZZAP 


iC By far and away the best 
sports combat simulation 
available. Exploding Fist 
on the Spectrum is the best 
game. JJ 


CRASH 


AVAILABLE FOR THE C64 ON DISK 
AT£14.95 AND ON CASSETTE FOR 
AMSTRAD AND C64 AT £9.95, 
SPECTRUM £8.95. 


MELBOURNE HOUSE Hi 

Melbourne House (Publishers) Ltd., Castle Yard House, Castle Yard, Richmond, TW10 6TF. 

Trade enquiries call OT 940 6064 

Available from selected branches of (f ^).whsmith ZiUiilJ.WOOiNOffTN.LASKYS. Rumbelows. 

Spectrum Shops, and all good software dealers 


SINCLAIR USER 

















Trouble In Store for Herbert 


Spectrum 48K £9.95 
Commodore 64 £9.95 
Amstrad CPC 464 £9.95 




44 The Broadway, Bracknell, Berks. 0344 427317 






















































one ' Commodore User 


T 1 he massive, desolate factory that services 
the EARTH orbits silently in the vast DARK 
WASTES of space. 

STRANGE THINGS have been observed 
from EARTH, very strange indeed as there are 
NO HUMANS on the factory, it is maintained 
and controlled by a clever series of ROBOTS, 
programmed only to serve. 

How could the ROBOTS possibly be 
SABOTAGING happenings on EARTH unless 

they are somehow being REPROGRAMMED? Intrepid investigation is the only 
way to find out exactly what is going on...and it must be YOU! 

250 rooms of EXPLORATION, PUZZLES to resolve and CURIOUS ROBOTS to meet. 
GRAPHICALLY STUNNING, full of ACTION and AMUSING encounters, this is arcade 
adventuring at its absolute peak. 

This what they were saying about STRANGELOOP before they even saw this version 

'Strangeloop is unique, graphically impressive, vast, and devious; in short, brill..: Personal Computing 
'...you've got to use your brain as well as yourjoystlckStrangeloop graphics are superb...a real Screen Star if 
'This is a very big and superior arcade adventure...an elegantly designed game' Your Commodore. 
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Remember this year's most title for the Well 

unrivalled reputation for software is upheld again with the Gang of Five's latest 























After last month's slow start the tips have been flooding in! 
I'm still looking for well presented maps and Pokes that 
haven't appeared elsewhere. As far as tips go, I would 
appreciate help on Sorcery Plus and Marsport. 

This month has been a bit hectic, what with all three mags 
produced in Ludlow coming out at the same time AND all the 
new releases to be reviewed. I'm pleased to say that the 
Amstrad software is picking up: the standard of some of the 
stuff being released nowadays is beginning to challenge 
both the Spectrum and the CBM 64, and is a vast impr¬ 
ovement over the software that was being sold this time last 
year. 

Right then. That's enough of the intro stuff, so on with the 
tips. . . 


STEVE DAVIS SNOOKER 

To get any break score you 
wish just follow this me¬ 
thod, as sent in by Philip 
Doherty of Luton. It is a bit of 
a cheat, but it'll probably 
help improve your potting 
skills for when you wish to 
play properly. 

When you have potted a 
red then pot a colour. Now 
retake the shot and pot the 
colour again. Repeat this 
process until you have got 
the break that you want. 


SORCERY 

Another set of small tips — 
this time they are from 
Darren Hill of fh'esfromn. If 
you're stuck in the classic 
Sorcery then you may find 
the next bit of info 
interesting. 

To free the sorcerers you 
need the following objects in 
these screens: 

Goblet of Wine in the Waste¬ 
lands; 

Little Lyre in the Palace; 
Spell Book in the first 
Chateau; 

Golden Chalice in the second 
Chateau; 

Magic Wand in the Tunnel; 
Scroll in the Dungeons; 
Sorcerer's Moon in Stone¬ 
henge; 

Jewelled Crown in the 
Strong room. 


DASEOALL 

ft is a shame that this game 
didn't turn out to be as good 
as the versions on the CBM 


and Spectrum. But if you 
have bought it, then this tip 
sent in by Duncan Kessack of 
Staines is an almost fool¬ 
proof way of getting the 
computer's men out, though 
you will have to practice this 
method for a while before 
you can start winning 
matches. 

First of all, when one of the 
Amstrad's players has hit 
the ball let him get to the 
first base. Now throw the 
ball to the fielder on the first 
base and get him to throw 
the ball to the bowler, and 
the Amstrad's player should 
run a short way towards the 
second base. While the 
Amstrad's player is making 


this short run towards the 
second base, throw the ball 
back again to the fielder who 
is guarding the first base. 
The Amstrad's player will 
then return to the first base 
and be stumped out. 

DRAGONTORC 

If some of you have been left 
behind in the Vaults of Locris 
then fret no more because 
listed below are some tips to 
help you out. The problem 
seems to be getting the 
letter I. If this is what is 
puzzling you, then read on, 
but if you don't want your 
enjoyment of the game 
spoiled then skip the next 
bit. 

Go to the room with the 
stool and fireball in it and 
move the servant over the 
stool; this will change it into 
a chest. Open all the other 
chests in the vault and you 
should have two keys. One 
of these opens the chest by 
the fireball. Open this chest 
and the fireball should 
change into the half moon 
and inside the chest is the 
letter I. 

For those bright sparks 
amongst you who have got 


to Halgor's Sanctuary, g< 
and find, and then take, the 
energy herb. Now find the 
skelebone and search to get 
the diving rod. With the 
diving rod search the leaves 
and pools to receive the 
BANE jewel and the Crystal 
of Anti-thought. Use the 
Seal to open the tombstone 
and go down. Read the mes¬ 
sage and leave everything 
except Halgor's Seal and go 
through the door. Touch the 
Seal on the three spiders 
before they kill you. Take the 
three spells. Use the 
RETURN spell to get into 
Halgor's tomb room. Search 
the tomb for the door key to 
get out. Leave with half 
moon and go to Witchwood 
to find Sanctuary for the key 
to the Locris vaults. 

You should now be in 
Witchwood. Find the mess¬ 
age that says 'Batswing, 
witchleaf, frogieg will 
reveal' and then collect the 
bat, the herb and the frog 
that is in a pool. Now put 
these into the cauldron and 
get the wand that floats out. 
Go next door and use the 
wand to move the flagstone. 
Take the elf gem and the 
spell. Give the elf that wan¬ 
ders around the woods the 
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iem in return for the other 
Half of the Moon Key. Now 
construct the whole key and 
take the Full Moon. Deacti¬ 
vate the magic sword with 
the wand and take it. Now 
cut down the sapling with 
the magic sword to make a 
magic broom with which to 
sweep the leaves. You 
should then find a second 
large stone and a message. 
'What full moon reveals take 
it with steel' this means use 
the Moon on the stone but 
don't go without the Moon 
or magic sword. Before you 
i jo, move the other flagstone 
n the woods for the Light 
spell. Now proceed to 
Sanctuary. 

You can kill the goblins 
with the Missile spell and 

B rotect yourself against the 
emon's missiles with Man¬ 
tle. If you walk into the 
Cursed Scroll you are trans- 
iorted to a doorless room. 
Jse the Leyrod to reveal the 
exit. Uncurse the scroll with 
the sword to get the mes¬ 
sage The vault of Locris is 
opened with Sunkey' this is 
the object you are looking 
for. One of the goblins has 
the Sunkey and another has 
a green chest key which 
opens three chests. In dark 
rooms use the light spell. In 
one of these rooms is a cur¬ 
sed wand — use the sword 
on this to take the curse off 
which then gives you the 
message 'I can find what I 
hid where it is blackest'. 
Now use the sword on the 
magic spiders to gain some 
more spells. Unlock a green 
chest with the green key to 
get the message 'One leads 
to a gate through the other 
locate'. This is meant to be 
read in conjunction with the 


message you get on the Lo¬ 
cate spell which you receive 
when you destroy the win¬ 
ged demon. 

Look for two doors side by 
side — one has an exit cube 
in it — then you must use 
Locate inside it to find a 
green chest which is unloc¬ 
ked by using the green key. 
Take the cursed key which 
has a message from inside 
the chest. The message is 
'One lost, one in ruins, one in 
hell, one cursed' this gives 
you clues to the where¬ 
abouts of each of the 
crowns. It also gives you the 
order in which to destroy the 
crowns. To get to the two 
doors side by side two keys 
must be found. One is 
'where it is blackest', ie in a 
dark room. Use the Light 
spell to light the room and 
search the room with the 
wand. The key is on the back 
wall under a stone carving. 
Also search the tomb with 
the Servant for the Wall spell 
and kill the wraith with the 
Bane spell. Use the door key 
to open the locked door by 
the goblins and inside is a 
green chest which is opened 
with the green key. Leave 
the old door key and take the 
one that you have just got 
out of the chest. Now pro¬ 
ceed through a dark room 
and open the locked door, at 
the other side, with the door 
key. Go through this door 
and you should be in the 
room with the doors side by 
side. 

Use the Fullmoon and the 
Sunkey to reveal the exit 
cube and leave with the 
Sunkey and Cursed key. 
Now go back to the vaults of 
Locris. 



KNIGHT LORE 

Andrew Lang of Lochmaddy 
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sent in this 


pro 

Ultimate's blockbu 


irogram for 
~ >uster. Just 
type in the proggy and save 
it to tape for future use then 


e progr 

Kniqntl 


our Knightlore original 
om the start. 

10 MEMORY &1999 
20 LOAD "0", &2000 . 

30 FOR F40 TO 15 
40 READ A% 

50 POKE &A0001, VAL ("&" 1 

a y 4 ) 

60 NEXT 


TECHNICIAN TED 

These tips originally ai 
ared in issue 0. I know that 
many of you haven't got that 
issue (available mall order,; 
though,, only 50pi — ED) so 
here they are again. Anyway 
this helpful information was 
sent in by Michael Roland of 
West Germany. Incidentally, 
has anyone managed to 
crack Technician Tea on the 
Amstrad for infinite lives 
pokes etc? 

You must complete these 
tasks within the time limits 
printed by each one: 

Ted's Desk by 8:56 
Silicon Slice Store by 9:09 
Slice Diffusion by 9:27 
Fuming Cupboard by 9:58 
Clean Room by 10:07 
Silicon Etching Plant by 
10:22 

Canteen by 10:40 
Photocopier by 11:12 
Boardroom by 11:25 
Slice Surface Abrasion by 
11:56 

Laser Slice Separation by 
12:15 

STARION 

Here is more of STARION's 
solution sent in by Tim 
Dawson of Farnham. The 
final part of which will 
appear next month. It should 
be easy to follow but let me 
know if you have any 
problems. 

BLOCK 2 GRID 1 

AD 1882: SHERLOCK — 

Detective begins in 'A study 
in scarlet' 

AD 1983: YACHT — Austr¬ 
alia's has a winged hull 
AD 1894: ARGON — Ray¬ 
leigh and Ramsay's inert gas 
AD 1982: HEART — Barney 
Clark's is artificial 
AD 1971: PENCE — Britain's 
new pennies 

AD 0570: MECCA— Muham- 
mid's birthplace 
AD 1880: EXETER — Necktie 
appears in Oxford college 
AD 1962: MISSILE— Crisis in 
Cuba 

BC 0257: EUREKA — 'I have 
found it' quoth Archemides 

GRID PASSWORD: 

EMPHYSEMA 


70 POKE 8(49C9,0 
80 POKE &3C4E, 0: POKE 
&3C4F, 0: POKE &3C50,0 
90 MODE 1 
100 CALL &A000 
110 DATA F3, 21, 00, 20, 11, 
00,00,01 

120 DATA 00, 80, ED, B0, C3, 
00,00,00 


Bay 7 by 12:34 

Micro Chip Mounting by 

12:59 

Tea Machine 13:02 
Power Generator by 13:18 
Electro Plating Bath by 14:00 
Quality Assurance Dept 
14:25 

Abrasion Dust Extract by 
14:38 

Matthew's Lair by 14:58 
We Call Him Sir by 15:50 
The Wage Department by 
16:07 

After completing the 
Wage Department then you 
must go to the picket line, up 
to the Union flag and again 
down to the Picket line (in 
the middle). From here you 
can now go left and into a 
new room called OK! 
WHERE DO I GET MY 
REWARD. Go into this room 
and walk left through the 
exit room to complete the 
game. You MUST keep with 
m the time limit if you Wish 
to complete the game. To 
plan out your routes to and 
from rooms use the map 
that should appear in this 
issue. 


BLOCK 2 GRID 2 

AD 1665: RATS — Great 
plague carriers 
AD 1666: PUDDING — Sweet 
lane in the great fire of 
London 

AD 1215: SCROLL — Stati¬ 
onery Magna Carta 
AD 1956: AMPEX — First 
video recording system 
AD 1903: ORVILLE — He's 
right in 'The Flyer' 

AD 1484: CLAM — From this 
Botticelli's Venus is born 
AD 1829: OARS — Help 
Oxford win the boat race 
AD 1565: LISA— Leonardo's 
morning lady 

AD 1773: IRON — Metal for 
Coalbrookdale's bridge 

GRID PASSWORD: 

ACROPOLIS 


BLOCK 2 GRID 3 

AD 1557: RUDDER — Steer 
Drake's Golden Hind around 
the world 

AD 1961: PIGS — JFK’s 
fiasco in this Cuban bay 

AD 1913: GEIGER — He 
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The most powerful games in the Universe 


© QUICKSILVA LIMITED 
Liberty House, 222 Regent Street, 
London W1R7DR 
Telephone 01-439 0666 


Hide your pterodactyl - Fred 
Flintstone is about to create! 
Build the beginnings of 


Bedrock in 
Yabba-Dabba-Doo! 

Available for the Commodore 
64, Amstrad and Spectrum 


































counts Alpha particles 
AD 1602: PENDULUM — 
Galileo's swinger 
AD 1959: SILICON — Integ¬ 
rated circuit is backwards 
AD 1876: TELEPHONE — 
Alexander Graham's has a 
ring to it 

AD 1919: AIRSHIP — Trans¬ 
atlantic first 

AD 1932: NEUTRON — No 

charge 

AD 1916: INTERRUPT — 

Prevent bullet hitting the 
Baron's propellor 

GRID PASSWORD: 

STRAPPING 


BLOCK 2 GRID 4 

AD 0035: KISS — Judas 
shops Jesus with one 
AD 1785: EDITOR — The 
Thunderer' needs control 
AD 1935: RADAR — Palind¬ 
romic Radio detection and 
Ranging 

AD 1596: THERMOMETER — 

Galilei takes temperature 
AD 1916: ALCOHOL — Get¬ 
ting prohibitively stopped in 
America 

AD 1834: ANODE — Fara¬ 
day's positive about electro¬ 


lysis 

AD 1928: MOUSE — Mickey 
the rodent is born 
AD 1933: REICH — Chan¬ 
cellor Hitler proclaims third 
AD 1853: DICKENS —Carol's 
Christmas author 
GRID PASSWORD: 

TRADEMARK 


BLOCK 2 GRID 5 


AD 1862: LIGHT — Focault 
can’t see its speed 
AD 1854: CARDIGAN — 

General woolly charge of the 
Light Brigade 

BC 0027: AUGUSTUS — 

Octavian's new identity 
AD 1938: BIRO—He makes a 
point of balls 

AD 1820: AMPERE — Andre 
— Marie's current unit 
AD 1815: LAMP — Davy's 
minor genius 

AD 1928: ANTIBIOTIC — 

Fleming's penicillin is the 
first 

AD 1811: AUSTEN— Sense 
and Sensibility'Jane 
AD 1961: VOSTOK — Greg- 
arin's ship 

GRID PASSWORD: 

BALACLAVA 


BLOCK 2 GRID 6 

BC 0300: EUCLID — His 
space is geometric 
AD 1888: FILM — Moving 
pictures are made of this 
AD 1900: LABOUR — Found 
working party 

AD 1981: WEDDING — Royal 
couple couple 

AD 1744: ANTHEM — God 

save the King' will become 
ours 

AD 0037: NAILS — Carpen¬ 
ter's material for suspension 
AD 1747: KITE — Franklin's 
flying conductor 
AD 1948: ORWELL — Big 
Brother's father 
AD 1907: SHELL — Royal 
Dutch hatches 

GRID PASSWORD: 

SNOWFLAKE 


BLOCK 2 GRID 7 

AD 1834: ENGINE — Bab- 
bage's calculating device 
AD 1000: ERICSSON — He 
finds a new land in America 
BC 0776: ATHLETE — Olym¬ 
pic contestant starts the 
Greek calendar 
AD 1590: GALILEI — He 


dropped his balls off the 
Tower of Pisa 

AD 1855: GAS — Fuel for 
Von Bunsen's device 
AD 1954: ATOLL — Hydro¬ 
gen bikini on a coral island 
AD 1936: GOLDS — Owens 
gets four in Berlin 
AD 1963: RUBY — Gem 
shoots Lee Harvey Oswald 
AD 1908: T — Ford's Model 
GRID PASSWORD: 

AGGREGATE 


BLOCK 2 GRID 8 

AD 1941: JET — Whittle 
powerlessly 

AD 1957: SPUTNIK — Orbit¬ 
ing travelling companion 
AD 1981: SHUTTLE — Re¬ 
usable rocket from Badmin¬ 
ton 

AD 1896: TORCH —Light the 
modern Olympics 
AD 1898: ESCALATOR — 
Moving stairs in Harrods 
AD 1944: IMF — Found 
Money fund in Bretton 
woods 

AD 1806: ARC—Triumphant 
symbol in Paris 
BC 0417: ELECTRA — Euri- 
pedes has a complex 
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AMSTRAD CPC 464 


WANTED 


DEAD-ALIVE 

LTIMATE PLHU THE GHM^I 


CYBERUN", "GUNfRIGHT", "NIGHTSHADE "recommended retail price £9.95 inc VAT 
Available from W.H.SMITHS, BOOTS, J.MENZIES, WOOLWORTHS 
and all good software retail outlets. Also available from 
ULTIMATE PLAY THE GAME, The Green, Ashby-de-la-Zouch, Leicestershire LE6 5JU 

(PfitP are included) Tel: 0530 411485 
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DUNOARACH 


This month's edition of play¬ 
ing tips for Dun Darach gives 
you the rest of the solution 
needed to complete the 
game. In the next couple of 
months I hope to be printing 
hints for Gargoyle's Mars- 
port , which is a lot harder 
than Dun Darach but fortun¬ 
ately I've got quite far in it. 
The hints printed here were 
compiled with help mainly 
from Simon Malham of 
Canterbury and Richard 
Burd of Telford plus a cast of 
thousands. 

With any object, the scroll 
(from Skar), and the D key go 
to the castle. Open the first 
locked door with the D key 
and go through into a room 
with 3 revolving wheels (a 
combination lock). On one of 
the tables is a script with the 
clue 3ks 4keys, WITH LOVE. 
This is a clue to the com¬ 
bination of the lock. If you 
give the 3 thieves a philtre 
each you get scripts with 


messages on them, take the 
first letter of each of these 
messages and you end up 
with DPE, this is the com¬ 
bination to the locked door. 

Keeping the scroll (the one 
from Skar), drop your other 
objects on the tables so as to 
stop the wheels at DPE. Now 
go through the door with the 
scroll. You will now be in a 
room with a message 8 
ROWS AND BAR FOR KEY 
FIND SKAR and 8 other 
doors. Only one of the doors 
will lead to another row (row 
B) the rest take you outside 
of that room. To decide 
which door to go through 
ou must solve the clue 
**25, which means 2 to the 
power of 25. This gives you 
the answer 33554432. Coun¬ 
ting from the left, go through 
the third door into the next 
row and then through the 
third door from the left again 
and so on until you have 
been through all 8 rows. 


Now use the scroll to unlock 
the locked door. Go through 
this and you will be in 
another room with a com¬ 
bination lock. Drop objects 
on the tables to stop the 
combination at OAK. Now 
go through the locked door 
with the razor which is lying 
just outside the locked door 
and offer it to Loeg. He will 
be freed and will give you 
the L key in exchange. To 
finish the game go to Claw 
Lane and open the locked 
door which leads from Dun 
Darach and you will see the 
marvellous end effect. 

Some of the clues given in 
Dun Darach are a bit obscure 
but if you are still mystified 
as to their meaning then 
read on. 

ART IN ORDER — Go 
round all the deposit rooms 
writing down their numbers 
and the letter on the wall 
inside the building. Once you 
have done this then write 


These tips for one of Master- 
tronic's better games were 
sent in by C Ferguson of 
Bournemouth and they d 
platform game Tony 0' Brien 
of Merseyside rushes to your 
help. 

When you have the 8 
sticks of the Dynamite walk 
up to the safe door and you 
will notice that it starts to 
glow, now move back avoid¬ 
ing Dr Blitzen before the 
door explodes. To get the 
plans bounce on the tramp¬ 
oline and jump on to the 
laser that is just below them. 
When the laser shoots 
across walk on on it until you 
are just below the plans and 
then jump up to get them. 

Now you have to get out 
of the safe. To do this walk to 
the far end of the trampoline 
and make sure that you have 
walked so far that you are 
only balancing on the tram¬ 
poline by one foot. After the 
laser has shot, bounce four 
times, avoiding the girl, and 
towards the door. You 
should now be free to head 
back to your airship and 
finish the game. 

HERBERTS DUMMY RUN 

Here is quite a bit of the 
solution to the newly rel¬ 
eased Herbert's Dummy Run 
as sent in by J Wankling of 
Birmingham. Next month 
there will a bit more help on 
this game plus some for 
Everyones's a Wally. 

First of all, get the box key 
and get the honey pot. Now 
go to the room that you start 
off in and jump up on to the 
box. This will spring you up 
to where you can exchange 
the honey pot for the teddy. 


AD 1721: MINISTRY — Wal¬ 
pole in his prime 
GRID PASSWORD: 

MAJESTIES 


BLOCK 2 GRID 9 


AD 1553: MONARCH — Lady 
Jane's nine day position 


AD 1941: OYSTERS — Pearl 
Harbour's contents 
AD 1945: UN — Charter 
signed in San Francisco 
AD 1926: ICI — Imperial 
chemical industries 
AD 1495: PAINT — Material 
for Da Vinci's last supper 
AD 1877: MARS — Schiaper- 
elli finds canals here 
AD 1882: TCHAIKOVSKY — 


His overture after seventy 
years 

AD 1841: RUBBER — Mat¬ 
erial for good year for Spock 
AD 1981: PACIFIC — Double 
EaqleV floats over it 

GRID PASSWORD: 

IMPROMPTU 

BLOCK PASSWORD: 

METABASIS 


down the numbers with 
their corresponding letters 
and a message will evolve, 
BY ALCHEMIST COUNTER 
PT IS KEY. This refers to an 
invisible door that is by the 
Alchemist's counter, it can 
be unlocked with Platinum. 
Inside is the shield Parthol. 

RATS ARE VEIN — this 
refers to the statue of the rat 
needed to free Teth. In the 
original version of Dun 
Darach (there are two) there 
was a mirror but this was 
changed to a pearl to avoid 
confusion. 

SKARS A PEARL — this is 
refering to the fact that the 
pearl can be traded with 
Skar. 

GODS SEE ALL — this 
refers to the Telestone. 
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» RELAX* 


AA1LABE 


N3N 

FORTHE 
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=3.0 . innovative mix of ideas and excellent graphics . . . 

Variety is certainly the key word in this highly unusual game 
which has surely gone far beyond what anyone ever expected. 

a beautiful program, an adventure of great imagination, with some 
tb programming techniques . . . 

. It’s nice to see a game that can match the quality and the style of the group. 

^ - action and strategy - and there are a number of slick touches that will keep you on your toes. 



Ocean Software Limited 
6 Central Street, Manchester M2 5NS 
Telephone: 061-832 6633 Telex 669977 Oceans G 


SPECTRUM 48K 



Ocean Softw are is available from:C^,WHSMITH, 
rjmwmm wooumumt laskys, Rumbetows 

Spectrum Shops and all good software dealers. 
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must travel through three 
levels. In order to get to each 
level you must get a trans¬ 
porter key and take it to the 
transporter room but this is 
no easy task because the 
route to the transporter keys 
is usual! blocked by some 
kind of barrier. To get past 
these you must collect bar¬ 
rier keys; there are two of 


these on level one and you 
must collect both of them 
lest you become trapped on 
level two. A good idea at the 
start of the game is to collect 
the gun and boost your 
psyche up to about 500 
points. Once you have com¬ 
pleted the previous tasks 
you should find level three 
quite easy. 


I wash't really impressed 
with this game or its pre¬ 
decessor, Nonterraqueous 
but if you're wondering how 
to complete it, then read on 
because M. Norman of Ply¬ 
mouth has kindly sent in 
some tips. 

To complete the game you 


Get the rope. Now with the 
rope and the teddy go to the 
arcade room with the daleks 
in it. The teddy will go and 
open the right hand side 
door; you can now go 
through this. Jump at the 
rope in the next room and it 
should extend into a room 
with a rubber duck; collect 
this. Load the pop gun (with 
the cork and the pop gun) 
and go to the castle. Exc¬ 
hange the pop gun for the 
flag and with the rubber 
duck go to the seaside 
screen. You can now collect 
the pebbles to load the 
catapult... 


70 POKE &418E, &0 
80 POKE &315E, enter the 
number of chambers here. 

90 POKE 8i2EF2, &0 
100 CALL &113E 

DEFEND OR DIE 

This game is probably the 
best Defender type on the 
Amstrad and generally spea¬ 
king it isn't a bad version. If 
you are having trouble play¬ 
ing it then this poke may 
help you. It was sent in by G. 
Whitefoot of Bewdley. 

10 MEMORY &3FFF 
20 LOAD "Defendor Die" 

30 POKE &64E4, &99 
40 POKE &64E9, &99 
100 CALL &4025 

POKES CORNER 

After last month's plea quite 
a few of you have responded 
with a reasonable set of 
pokes but I've got the feeling 
that these have already ap¬ 
peared elsewhere, so no T 
shirt winners this month. 


ALIEN 8 

Thanks go to Pete of Bed- 
minster for this programm- 
let. Just type in the list and 
play your Alien 8 tape from 
the start. Before running, 
save the program to tape for 
future use. 

10OPENOUT"d" 

20 MEMORY &10FF 


30 LOAD &1100 
40 POKE &1101, &0: POKE 
&1102, &0: POKE&1103, &0: 
POKE &1128, &14: POKE 


&113E, &31: POKE &113F, 
&FF: POKE &1140, &BF 
50 CALL &1100 
60 LOAD "!", &2000 


That seems to be it for the 
Christmas issue! Keep the 
tips coming and remember 
to sign your name and 
address on your letter (some 
people do forget) and please 
print them clearly because I 
can't read some of the 
scrawl that you jot down. 
Send all your tips, info and 
pokes to: 

ROBIN CANDY, AMTIPS, PO 
BOX 10, LUDLOW, 
SHROPSHIRE. 
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Send Busby your bits courtesy of CIRCUIT HOLDINGS 

when you win one of 

SIX SUPER MODEMS 
IN AGGIE'S CHRISTMAS COMP! 


Yes this is the Comp that mail order's Auntie Aggie gets to write because she says its easier 

than sticking stamps down. 



It's been another of those 
weeks with editorial, they 
really are very difficult 
people to get on with you 
know. For starters they 
expect mail order to do 
everything, from sorting 
their post to answering the 
phone. All we get are const¬ 
ant moans and complaints. 
We only want a quiet life like 
any other chimp (It means 
Considered Highly Indispen- 
sible Mail Processor — or so 
I'm told). You know the sort 
of thing, long drawn out cup 
of coffee in the morning 
while we listen to Simon 
Bates and 'Our Tune', quiet 
chat about the events of the 
previous day and then slip 
out for a quick Banana Boat 
down the road. 

Anyway the reason I am 
writing this competition is 
because Denise in Subs and I 
are tired of being made fun 
of in the magazines. I can 
scarcely open a mail order 
form these days with seeing 
'Dear Auntie Aggie please 
send me ...' They know I 
hate that name. Now about 
this competition. Jeremy 


tells me that there are six 
things called acoustic 
modems being given away 
by Circuit Holdings. Kind of 
them isn't it? 

I don't quite know how the 
thing is meant to work but 
from the look of it I should 
say it's used for keeping your 
telephone warm. Jeremy 
says they're used to talk to 
other computers and if I was 
to read this bit about them in 
this issue, I would under¬ 
stand everything. Where he 
expects the time to come 
from to sit and read AMTIX! 
I'll never know. Besides 
which, I have to spend all day 
on the phone when I'm not 
sticking down stamps, so 
there's no time to put ear 


muffs on it — but there you 
go — do your own thing, I 
always say. Wait a minute 
though — if it's got its little 
snug-fitting ear muffs on it, I 
wouldn't ever have to 
answer it ... 

Well Aggie seems to have 
gone and left you nothing to 
do, never mind I'm sure she 
has told you all about the 
prizes — and even if she 
didn't we have reviewed the 
package in this issue. You 
are bound to agree that they 
are well worth winning, 
especially if you don't feel up 
to forking out the meagre 
£30 it would cost to buy one. 
If you want to be in the run¬ 
ning to win a CIRCUIT 


HOLDINGS Acoustic Modem 
just answer (correctly, in the 
opinion of our steamy 
judges) the questions 
below. 

1. In two words tell Carol 
what a 'MoDem' is. 

2. What is cockney rhyming 
slang for Telephone? 

4. Circuit Holdings used to 
make an acoustic modem for 
what company? 

5. What baud rate would you 
use for Telecom Gold?? 

The first six correct entries 
drawn will make the entr¬ 
ants the proud owners of a 
Circuit Holdings modem kit. 
Once you have dreamed up 
your answers just write 
them on the back of a post 
card (or outside of a sealed 
envelope) and send it to us 
by the 30th. January 1985. 
Put your name and address 
on one side and this on the 
other. AGGIE'S MODEM 
COMP, AMTIX!, PO BOX 10, 
LUDLOW, SHROPSHIRE. 
SY8 1DB — and don't worry 
Aggie's not on the panel of 
judges. 
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From the 

RICHARD DONNER 

Production 


Based on the Story 
by 

STEVEN SPEILBERC ATARI 


■ GQ0NI6S 

I Exciting Multiscreen Action and Adventure! I 

u.s. cold Limited, unit 10, The Parkway industrial Centre, Heneage Street 
Birmingham B7 4LY. Telephone 021-359 3020. Telex: 337268. mhbhh 


Datasoft is a registered trademark of Datasoft Inc. 

The Coonies is a trademark of Warner Bros. Inc. 
©1985 Warner Bros. Inc. All rights reserved. 
©warner-Tamerlane Publishing Corp. and Reilla Music Corp. 
All rights reserved. Used by permission ©1985 Datasoft Inc. 












SO YOU THINK YOU’D MAKE A CAPTION WRITER? 


The wittiest bubble filler will win a full set 
of Melbourne House software for the 
Amstrad. and of course there are fifty 
copies of FIGHTING WARRIOR to be won 
as consolation prizes. You too could be 
chopping and hacking your way across 
the desert on a quest to save the princess 
who's locked away in a pyramid. And all 
for free. 

Once again your Competition Minion 
fights his way to another whizzo comp¬ 
etition and stitches up a deal with the 
striking Paula Byrne of Melbourne House. 

Get your entries in to AMTIX! CAMEL 
COMP, PO BOX 10, LUDLOW, 
SHROPSHIRE, SY8 1DB to arrive by 30th 
January 1986. 


■ NAME ... 

■ 

■ ADDRESS 


.POSTCODE . 
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So. Now you know. When it comes to 
prancing around on camels, Lawrence of 
Arabia didn't quite corner the market. 
STEVE CARGILL, the programmer 
responsible for the fighting game that has 
lots of Eastern Promise, FIGHTING 
WARRIOR, is seen here dressed in his 
Mum's best curtains atop a camel. (After 
that BIG DADDY snap, Ms Byrne of 
Melbourne House had to get her own 
back on someone, didn't she!) 

Quite where he found a camel in North 
London still remains a mystery, but no 
matter. Your faithful Competition Minion 
has secured a second Caption 
Competition from the Wonderful PAULA 
BYRNE of Melbourne House. This time 
you need to come up with a witty, pithy. 


snappy comment to pop into Steve's 
speech bubble. 

And as you can see, Steve is looking 
suitably vicious — maybe he doesn't like 
camels too much? Whatever the reason 
for his grimacing, it's up to you to write a 
little scriptlet which puts words into his 
mouth (or bubble). 


The wittiest bubble filler will win a full set 
of Melbourne House software for the 
Spectrum — and of course there are fifty 
copies of FIGHTING WARRIOR to be won 
as consolation prizes. You too could be 
chopping and hacking your way across 
the desert on a quest to save the princess 
who's locked away in a pyramid. And all 


’ELLO STEVE, GOT A NEW CAMEL? 































OUT WITH THE OLD WORDSTAR IN WITH THE NEWWORD 


As the undoubted re-birth of CP/M continues the quality of the 
software available is also increasing. Now the Amstrad 6128 and 
8256 have a professional word processor and checker that could be 
the envy of many business systems — but at a fifth of the price. 


Wordstar is almost certainly the 
most widely known word proc¬ 
essing program available for 
CP/M and MSDOS computers. 
Although some of its popularity 
is due to having been around at 
the right time, it is undeniably a 
good, competent word proc¬ 
essor. Two of its major draw¬ 
backs, however, are that it is not 
particularly user-friendly, and 
that its manual, at least until 
recently, could best be descr¬ 
ibed as well-intentioned and 
encyclopaedic but poorly organ¬ 
ised and written in computer 
jargon — American computer 
jargon at that. These days Word¬ 
star with its spelling and mail- 
merge sub-programs costs in 
the region of £300 plus VAT. 
Even the cut down Pocket Word¬ 
star for CP/M 2.2 is still over 
£ 100 . 

MORE THAN JUST A CLONE 

Newword has been written by 
some of the people who were 
involved in the creation of Word¬ 
star. The story being put about is 
that they were dissatisfied with 
the lack of effort at Micropro, 
Wordstar's publishers, to im¬ 
prove the product, so they left 
expecting to take the world by 
storm with their improved vers¬ 
ion. Newword is intended to be 
used on the 6128 and 8256 
machines. As an alternative to 
Loco Script, Newword allows 
the production of documents 
which can then be sent to 
another machine, perhaps a 
photo-typesetter. 

The advance publicity leaves 
the impression that Newword is 
a Wordstar clone. Even so as an 
habitual Wordstar user I was 
pleasantly surprised to find the 
initial menus and help screens 
were considerably clearer and 
more comprehensive than those 
in Wordstar. 

GETTING IN AND GETTING ON 

On loading Newword a few 
introductory messages appear 
and the copyright details and 
serial number clear to make way 
for the Opening Menu (itself a 
much more sensible name than 
Wordstar's equivalent, strangely 
named 'Editing No File'). The 
Opening Menu deals with the 
various file handling options; 
opening new files, editing files 
or non-document files (I'll return 
to this later). From here you can 
also copy, delete, rename or 
protect a document. A useful 
function handed down from 
Wordstar is the ability to run 
other CP/M programs without 
having to return to the operating 
system. 
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The other option that I haven't 
mentioned is to type J for help. 
The system of help screens in 
Newword is most impressive — 
much more so than in Wordstar 
— and if you type J at this pre¬ 
liminary stage you are present¬ 
ed with a summary of the help 
system that is easily readable 
and understandable. In fact, 
through Newword you can type 
J for help at any stage, and you 
are given a concise explanation 
of any of the commands you can 
use. 

To start typing a document — 
a letter, report, your latest novel 
or whatever, you type D at the 
Opening Menu. You are then 
asked to name the file you want 
to create, or the already-existing 
file you wish to edit. Once the file 
name has been entered the 
screen changes to the 'Edit 
Menu', and, if you've chosen a 
file that already exists, the first 
screenful of text is displayed. 
Then you're in business. It all 
takes less time to get started 
than it has done to read this. 


THE JEWELLED KEYBOARD 

If you're new to word proces¬ 
sing, you shouldn't really have 
any cause for alarm at this point. 
Simply start typing — you soon 
get the hang of using the basic 
controls provided to help you. 
My demonstration copy of New¬ 
word was already set up so that 
the cursor keys moved the 
cursor the way I would expect 
them to: presumably if you buy 
Newword specifically for the 
Amstrad CPC6128 or PCW8256 
this will also be the case. If you 
have become accustomed to 
using Wordstar then you can, if 
you wish, continue to use the 
familiar 'diamond cluster' of 
control keys. 

As you continue typing, you 
are almost certain to make a 
mistake. If you're new to using a 
word processor, nothing can 
ever replace the wonderful feel¬ 
ing you get when you realise for 
the first time that never again 
will you have to use Tippex or a 
rubber! To erase a mistyped 
character, press DEL: that 
deletes the character to the left 
of the cursor. To delete the char¬ 
acter that the cursor is actually 
over, press the CLR key (or you 
can use CONTROL G). A useful 
feature of Newword that I 
haven't seen on other word 
processors is that you can 
'unerase' the last character or 
line that you erased. The restor¬ 
ed characters appear at the pos¬ 
ition of the cursor so you could 
use the command to move small 
blocks of text about. You can be 
in two different modes when 



typing in Newword'. insert or 
not. It you're in the insert mode 
(you can tell because it says 
'insert' at the top of the screen), 
any characters typed are insert¬ 
ed at the point of the cursor. If 
you want to type over some 
characters then you need to turn 
off the 'insert' mode by typing 
CONTROL V. This is exactly the 
same as in Wordstar, and I pers¬ 
onally find this a bit of a nuis¬ 
ance. I would prefer that typing 
over characters automatically 
erased the ones underneath, 
and that if you wanted to insert 
you would press a key to provide 
you with sufficient space to do 
this, in other words to open up a 
visible gap in the text. Still, no 
doubt this is a matter of personal 
preference. 

If you're typing a lengthy doc¬ 
ument, it's wise to save it to disk 
from time to time. CONTROL KS 
does this and returns the cursor 
to the point it was at before — an 
important improvement on 
Wordstar. On-screen justificat¬ 
ion can be enabled, margins can 
easily be altered or released, 
and the search-and-replace 
function works extremely well 
and very quickly. Wildcards can 
be employed, for example you 
could tell the computer to search 
for all words beginning with 'ad' 
by instructing it to search for 
'ad?' — the question mark indic¬ 
ates that any character is accept¬ 
able as the third character in the 
word. 


AN EASY WAY TO THE 
PERFECT PRINT 


Printing out a file can be done 
only from the Opening Menu, 
unlike Wordstar where you can, 
if you so desire, print a file while 
ou are editing or creating anot- 
er file. In practice, though, you 
probably wouldn't want to do 
this very often unless you were 
at the keyboard non-stop, all day 
long. 

Adding the usual print embel¬ 
lishments is easy: at any time 
type CONTROL P and the Print 
Menu appears at the top of your 
screen. This clearly shows you 
which control codes are neces¬ 
sary to send typeface variations, 
etc, to your printer. A mailmerge 
facility is available which ena¬ 
bles production of personalised 
letters, for example, quickly and 
easily from standard para¬ 
graphs. You can move blocks of 
text around in the file, copy 
blocks and write them to separ¬ 
ate disk files. You can also read 
and merge other document files 
saved on the disk. There are 
many other facilities I haven't 
mentioned that exist in New¬ 
word'. as far as I could tell after 
using it for several hours there 
was no major facility missing 
that you would expect from a 


Flowchart: A Typical NewWord Session 



NewWord flowchart, showing normal sequence of operations 
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AMTECH LETTERS 


FROM THE HUGE DESK OF JEREMY SPENCER: 

Amtech is attracting its share of attention, and more than its fair 
share of phone calls from readers desperate for advice on a variety 
of topics. I'm not complaining, it's nice to hear from you. But it 
would be better if you could write in with the more sinister prob¬ 
lems, so we can publish your letters together with our answers in 
order that other readers can benefit. After all a problem published is 
a problem shared is a problem.... 

Also, let us know your views on the material published together 
with any suggestions for topics you would like to see included in 
Amtech. Of course if you are already a techno-wiz kid then you 
might have some useful hints and tips for the applications or hard¬ 
ware side of life, if so let us know. I am desperate to see a playing tip 
for Wordstar. You never know we might be so inspired we could 
even end up sending you a £10 software voucher for letter of the 
month. 

Please include your telephone number when writing to Amtech, 
just in case we need more information than your letter contains. All 
letters should be addressed to AMTECH, PO BOX 10, LUDLOW, 
SHROPSHIRE SY81DB 


NEEDY REVIEWS 

Dear Amtech 

First let me make it plain that I 
am not a games person at ail I 
have got Lode Name Mat and 
Ghostbusters and that's about it. 
It was the mention of Protext 
and 'Browsing thru CP/M' that 
caught my eye on the cover of 
your first issue. Having browsed 
I bought. 

The non-games reviews are 
excellent and this letter is aimed 
at making you realise that they 
are appreciated. Non-games 
software is so expensive to buy 
that sensible reviews are 
extremely useful. I wish I had 
seen one on Amscalc before I 
got it. How anyone can produce 
a spreadsheet without the 
facility to add new columns or 
rows is totally beyond me. (I am 
a user of Visicafc at work so that 
is my starting comparison). 
Anyway keep up the good work 
and see if you can sort out a 
good music package for me. 
Derek Tatam, Oxford 
PS What should we call it? 
serious software seems 
pompous. 

Many thanks for the kind words 
Derek. To be fair to Amsoft they 
do point out in the 
documentation to Amscalc that 
its facilities are limited because 
it was designed to be easy to 
use. That sounds like a poor 
excuse since there are packages 
which are much more powerful, 
and yet offer easy entry points 
for first time users — but not for 
the price. As to Visicalc urgh fit's 
a bit outdated now you know. If 
you want to try something better 
how about Supercalc II from 
Amsoft or even hang on for 


Cracker which includes very 
powerful graphics abilities. 
Newstar on 0277-213218 could 
help there. It sounds as if your 
games software could do with a 
bit of upgrading as well. 

Next issue we will be doing a 
feature on spreadsheets which 
will include such tasty packages 
that the MS-DOSsers will turn 
green. 

As far as music packages are 
concerned we are searching the 
land from top to bottom for such 
a thing. I met a couple of chaps 
in the process of producing one, 
but it is far from finished. If 
anybody is aware of any 
progress in this area please let 
us know — ASAP. Anybody got 
any ideas on what to call 
*serious software ' if it sounds 
pompous? 


RS232TROUBLES 

Dear Amtech, 

. Just bought AMTIXI and I would 
like to congratulate Newsfield 
on producing an excellent 
magazine for Amstrad owners. 

I've been the owner of a 6128 
for a couple of months. I bought 
it to replace my 16 bit Sanyo 
because the business software 
is cheaper. 

My main purpose is to use it as 
a word processor for phototype 
setting because I run a printing 
company. I have been trying to 
send data via a modem using 
Amstrad's RS2323C but with 
little success. Is there anybody 
on your team who knows about 
the serial port and could advise 
as to how I get XON/XOFF 


working. I regret that I cannot 
get any satisfactory help from 
Amstrad, they are either too 
busy or speak to me as if I am a 
nuisance. My modem is an ex- 
GPO type and it worked well 
with the Sanyo. The D plug is 
wired 1-1,2-2,3-3,4-4,5-5 with 
pins 8 and 20 looped at each 
end. 

Mark Golding, Birmingham 


Someone once proclaimed that 
very soon man would be 
designing computers so 
complicated that no one man 
would be able to understand 
them. If you doubt that will ever 
be true you would do well to try 
and find a man who 
understands the RS232C. lam 
convinced that whatever it is 
that it does, it does it, or it does 
not—and that's an end to itI 

However in this case / am 
pleased to be able to report that 
it is not the RS232 that is at fault, 
or your wiring but the software 
driving the interface. The 
software provided on ROM in 
the Amstrad interface will not 
work XON/XOFF properly. 

If you have to use XONIXOFF 
then use some other software to 
drive it. The PIP command from 
CP!M plus will do, once you 
have entered the patch program 
given in the back of the 
handbook. However if you have 
to use BASIC then look around 
for some other software, 
perhaps the Honey soft interface 
software would suit you. To 
console you after such an 
experience with an RS232, Mark, 
we are sending you the £10 
software voucher. 


professional word processing 
program. 


NEWWORD; A 
BRIGHTER STAR? 

Inevitably everybody is going to 
compare Newword with Word¬ 
star. Let me say right away that 
Newword is a lot better than 
Wordstar : it works in much the 
same way, but its visual presen¬ 
tation is much better: the first¬ 
time user should have no prob¬ 
lems at all in finding his or her 
way about thanks largely to its 
very clear, understandable 
menus, error messages and an 
excellent series of help screens. 
Many of Newworcfs functions 
are much easier to use simply 
because of the improved pre¬ 
sentation. The manual (and 
supplement) are extremely 
good. The manual assumes no 
previous knowledge of com¬ 
puters, and tells you all you need 
in a simple, friendly way that 
doesn't fall into the trap of so 
many American self-teaching 
books that annoy you by their 
homely, folksy, all-American 
humour. For more advanced 
users, the index is good, though 
not brilliant, and as far as I could 
tell everything is explained in 
sufficient detail, including lots of 
information about installing 
Newword in the appropriate 
way for different kinds of 
printers. 

To sum up, it's very good 
value for £69, which price inc¬ 
ludes a spell-checker that I was 
unable to use for this review. If 
you're only going to use a word 
processor very occasionally 
then Tasword at around the £24 
mark for the Amstrad disk ver¬ 
sions is perfectly competent and 
you should go forthat. But if you 
need word processing as a 
major activity, especially for 
business users, then Newword 
is well worth serious consider¬ 
ation. You really do need two 
disk drives to do justice to all its 
facilities, and in any case there is 
little space left on the disk if 
you're confined to a single drive. 

I spend a large part of every day 
using a different kind of word 
processing program on a diffe¬ 
rent machine, and I'm quite 
happy to do so, but Newword on 
the CPC6128 is at least as good 
as that. 

John Fleming 


THE WORD IS OUT 

The spell-checker that comes 
with Newword was considered 
to be so special that we thought 
it deserved a mention on its 
own. 

The most important part of 
any spelling checker is the dic¬ 
tionary and The Word scores 
heaps of Brownie points here 
with its massive 45,000 words. 
That's twice the size of the dic¬ 
tionary that we use on our 
Apricots. Despite the cunning 
data compaction techniques 
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MINI INTO A MAESTRO ? 


There's been a good deal of cynicism surrounding the 
launch of the new DKTronics memory goodies. Their 
claim, that you could turn a 464 or a 664 into a 6128 has 
been regarded with derision by some and with expec¬ 
tation by others. The truth is that you cannot turn a 
464 or 664 into a 6128 anymore than you can turn a 
Metro into a Maestro. What you can do, and what 
DKTronics have managed to do is to increase the 
available memory of the earlier machines to match 
that of the 6128 — or even exceed it if you prefer. 


used, the dictionary occupies a 
file 136K long, so together with 
its subsidiary files there is only 
2K of space left on a DATA for¬ 
matted disk. No question about 
it, to use this program you are 
going to need two disks. 

The program is subdivided 
into a number of COM files, each 
performing a different task. The 
most important program is in¬ 
voked with TW. The first thing 
you are asked for is the name of 
the document you want to check 
and then the name of any spec¬ 
ialised dictionary which you 
might have created, for legal or 
specialised medical terms and 
the like. TW then compiles a list 
of UNIQUE words and reports 
the number. The next process is 
to compare that list against the 
dictionary and then report back 
the unmatched words. Of course 
the unmatched words need not 
be misspelt they are just not 
recognised, the user has to 
check through the list—which is 
written to a separate file — word 
by word. The user ponders on 
each word as it is pulled out 
from the file, a correct word 
could be discarded from the list 
file and perhaps added to the 
update dictionary. If the word is 
wrong but you are unsure how 
to spell it you can ask the pro¬ 
gram to search for the correct 
version by a cuddly sounding 
process called fuzzy matching. 
Nine times out often you will be 
presented with the correct spel¬ 
ling which you accept by correc¬ 
ting the misspelt word. The new 
spelling is then added to the 
mismatch list. Often you come 
across a word that is so badly 
misspelt or typed you haven't a 
clue as to what it is intended to 
mean. Press V and the line of 
text containing the idiocy app 
ears on the screen. Again you 
can correct it and add the new 
word to the mismatch list. If you 
come across a word that you 
don't want to alter but would like 
to find in the text afterwards you 
can mark the word and find it 
with a search function. 

Once the mismatch list has 
been processed and any correc¬ 
tions have been added you can 
sit back and polish Straddles 
while the program goes through 
the text file swapping all of the 
misspelt words for the new in¬ 
telligent versions. The great 
advantage of this system is that 
if you repeatedly spell a word 
wrongly (ie. you really didn't 
know how to spell it and there's 
no chance of pleading 'typing 
error' since you misspelt it 
twenty times) the program will 
change every incorrect occur- 
ance automatically, making sure 
that words which had capital 
letters go back with capital 
letters. The misspelt list is an 
editable file so you could use the 
spelling checker to perform 
massive replace tasks on a 
document. 

I mentioned that The Word has 
a series of subsidiary COM files. 
TW.COM is only one and it 
draws upon some of the other 
COM files, each of which can be 


used independently. For exam¬ 
ple you could search for the 
correct spelling of a word by 
entering LOOKUP success to 
which Straddles will reply 
SUCCESS you foot. Actually it 
doesn't really come up with the 
insult but I'm sure it's tempted 
to. Another COM file solves 
anagrams for you while one 
called FIND.COM could be used 
to find all four letter words 
beginning with T\ or all six 
letter words beginning with 'S', 
ending with 'Y' and with an 'L' in 
the middle (the only one I can 
find in the dictionary is SILLY) — 
how about that for the cross¬ 
word cheats? If you want to 
know how frequently a word is 
used in a document then 
WORDFREQ.COM produces a 
list of the unique words in a 
document together with the 
number of times each word was 
used. Wordstar lacks a word 
count facility but with Newword 
the job can be done by using the 
WC.COM (seems a strange way 
to count words). 

And finally the one thing 
which spell-checkers, and I, 
have problems with are Homo¬ 
nyms. Words which sound alike 
but are spelt differently, you 
know the sort of thing — meat 
and meet. The Word has a sep¬ 
arate homonym dictionary 
which checks through a file 
marking all the likely problem 
words. Not a perfect solution but 
it goes a good distance towards 
being one. 

I have so many problems with 
people who don't understand 
my spelling that I am forced to 
move away from my innovative 
style and adopt the standard. 
Thus I find spelling checkers 
pretty useful and they find me a 
right pain. Personally I feel the 
spelling checker alone, is worth 
the asking price for the entire 
Newword package. My only 
major complaint is that it's not 
possible to remove words from 
the main dictionary, which is 
American after all, so it lets 
through Americanese words. 
Otherwise for the dyslexic and 
those lacking in manual dexte¬ 
rity the word is — The Word. 


THE BIT AT THE 
BOTTOM 

Newword is designed to run 
only under CP/M plus. Two disk 
drives are recommended but 
one could be used at a push. 
Owners of the PCW 8256 can PIP 
the program files to the mach¬ 
ines RAM disk and use the drive 
for data. 

The Word runs under either 
CP/M system but it is even more 
determined to have a whole disk 
to itself. 

As yet The Word is not supplied 
separately. 

Newword and The Word are 
published by Newstar Software 
Ltd, price £69 inc VAT. 



Sticking a few extra ROM chips 
on the back of a 464 to make it 
into a 128K machine isn't as 
revolutionary as you might 
think. After all that's exactly 
what Amstrad did. They added a 
further 64K toCcomplete the 6128 
but the additional 64K is not 
available to store super huge 
BASIC programs for the simple 
reason that it isn't there all of the 
time. The 64K is made up of 4 
banks of 16K. Only one of those 
'transient' banks can be seen by 
the firmware at any one 
moment. Amstrad provided a 
suit of programs which helps the 
BASIC programmer manipulate 
the pages, more commonly 
used for storing whole screens 
ready for superfast call up, or as 
a simple RAM disk for storing 
arrays or variables. 

INSIDE OUT 

DKTronics have put on the out¬ 
side what Amstrad put on the 
inside. And even as exterior 
units they don't look out of place 
in their smart boxes which 


match the colour and the grilled 
designs of the Amstrad com¬ 
puters. The units sent to us are 
for the 464 computers, the next 
type will be for the 6128 though 
these will also fit on the 664 
(poor 664s must feel a bit left 
out). Apart from the badges on 
top of each box proclaiming its 
function, the only way you will 
be able to tell the difference is by 
opening them up and counting 
chips. Judging by the tooling 
marks on the sides of the boxes 
we can expect to see a lot more 
DKTronics products presented 
in the same case. 

The most important part of the 
whole deal is the software that is 
going to make these little boxes 
spring to life. Although the 
necessary code is supplied on 
tape DK have deliberately left it 
unprotected so that it can easily 
be located on disk. Excluding the 
loader the software only takes 
up 4K so it's pretty discreet. 
Once loaded you are offered the 
choice of locating the RSXs 
within a given area of memory, 
and pressing the enter key auto- 
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Thinking Software?... 

...think Tasman 


TASWORD 6128 The Word Processor 


TASWORD 6128 utilises the additional 64K of memory in the CPC 6128. This 
gives text files that are over 60K long. TASWORD 6128 includes mail merge 
and all the other features of TASWORD 464-D. With a new notepad mode and 
other additional capabilities TASWORD 6128 is the most powerful of the 
TASWORDS. 


TASWORD 6128 for the Amstrad CPC 6128 


disc £ 24.95 


TASWORD 464-D The Word Processor-with Mail Merge! 


This is the new TASWORD especially developed to utilise the capabilities of the 
CPC 464 and 664 disc drives. The additional facilities include a larger text file 
size and automatic on-screen disc directories during save and load operations. 
A major new feature is the mail merge facility. This gives multiple prints of your 
standard letters, forms, etc., with each copy containing, for example, a name 
and address automatically taken from a disc file containing the data. This data 
can be entered using TASWORD 464-D, or created using the Masterfile 
Program Extension package. A powerful and useful conditional printing facility 
is included - parts of a document can be printed according to user-specified 
criteria. TASWORD 464-D will only run on, and is only supplied on, disc. 

TASWORD 464-D disc £ 24*95 


TASWORD 464 The Word Processor 


"There is no better justification for buying a464than this program" 

POPULAR COMPUTING WEEKLY, NOVEMBER 1984 

Your464 becomes a professional standard word processor with TASWORD 
464. Supplied complete with a comprehensive manual and a cassette which 
contains both the program and TASWORD 464 TUTOR. This teaches you 
word processing using TASWORD 464. Whether you have serious 
applications or simply want to learn about word processing, TASWORD 464 
and the TUTOR make it easy and enjoyable. 


TASWORD 464 


cassette £ 19-95 


JASWORD UPGRADES 


TASWORD 464 and Amsword owners: send your original cassette or disc (not 
the packaging) as proof of purchase and £13-90. Your original will be returned 
together with TASWORD 464-D or TASWORD 6128 on disc. 


TAS-SPELL The Spelling Checker 


TAS-SPELL checks the spelling of TASWORD 464-D and TASWORD 6128 
text files. TAS-SPELL has a dictionary of well over twenty thousand words 
which are compared with the words in your text file. You can add your own 
specialised words to the TAS-SPELL dictionary. Please note that TAS-SPELL 
will only wo rk withTASWORD 464-D and TASWORD 6128. 

TAS-SPEU disc £ 16-50 

for the Amstrad CPC 464 and 664 running TASWORD 464-D and for the CPC 6128 running TASWORD 6128 


TASPRINT 464 The Style Writer 


A must for dot-matrix printer owners! Print your program output and listings in 
a choice of five impressive print styles. TASPRINT464 utilises the graphics 
capabilities of dot-matrix printers to form, with a double pass of the printhead, 
output in a range of five fonts varying from the futuristic DATA-RUN to the 
hand-writing style of PALACE SCRIPT. TASPRINT464 drives the dot-matrix 
printers listed below and can be used to print AMSWORD/TASWORD 464 
text files. TASPRINT464 gives your output originality and style. Completely 
compatible with the 664. 

COMPACTA - bold and heavy, good for enphasis 

DflTfi-’flliCi - fi FUTURJST 1C SCRIPT 

LElTURA LJbHT - clean and pleasing io read 

MEDIAM - a serious business-like script 

PflXflto otRJPJ - a di.oU.Tict.We .Kewl-ag ^nt. 

Typical Tasprint output. Please note that different makes of printer produce different sized output. 

TASPRINT 464_cassette £ 9-90 disc £ 12-90 


TASCOPY464 The Screen Copier 


A suite of fast machine code screen copy software for the CPC 464 and 664. 
Print high -resolution screen copies in black and white and also large ‘shaded’ 
copies with different dot densities for the various screen colours. 

TASCOPY 464 also produces 'poster size’ screen copies printed onto two 
or four sheets which can be cut and joined to make the poster. 


TASCOPY 464 


cassette £ 9-90 disc £ 12-90 


TASPRINT464 and TASCOPY 464 drive the following dot-matrix printers: 

AMSTRAD DMP1 MANNESMANN STAR DMP 501/515 SHINWA CP-80 

rnS? IFX ‘ 80 TALLY MT-80 BROTHER HR5 C0SM0S-80 

EPSON RX-SO BROTHER Ml 009 DATAC PANTHER AMSTRAD DMP 2000 

EPSON MX-80 TYPE III NEC PC-8023B-N DATAC PANTHER II 


Available from good software stockists and direct from: 



Springfield House, Hyde Terrace, Leeds LS2 9LN 
Telephone (0532) 438301 



If you do not want to cut this magazine, simply write out your order and post to: 
TASMAN Software, DeptAM, Springfield House, Hyde Terrace, Leeds LS29LN 


I enclose a cheque/PO made payable to 
TASMAN Software Ltd 
OR charge my 


disc/cassette £_ 

disc/cassette £_ 

disc/cassette £_ 

TOTAL £_ 


Send me the FREE TASMAN brochure describing your products for the Amstrad CPC 464,664 and 6128. □ tick here 


All TASMAN 464 software is fully compatible with the 664 and 6128. 







































































CP/M 


AWE AND KICKIM 


This month, ROY JONES senses 

a turn in fortunes for CP/M, and turns 
his beady eye on a couple of Utilities_ 


The newcomer to floppy disks 
does not take long to find out 
that these pieces of magnetic 
media seem to have more repro¬ 
ductive capabilities than rabbits. 
Six months of using a machine 
with floppies will probably see 
most users with a collection of 
40 plus disks, all crammed with 
files which 'had better be kept 
just in case'. By this time one 
might start to get the feeling 
'well I'm sure I must have saved 
it for something, ho-hum must 
have a look at it some day', or 
'now which disk had that letter 
to aunt Edith'. 

Findex H is a program which 
seems to offer a solution to the 
problems caused by those 
multiplying disks, such as lost 
files. Findex // is a disk cata¬ 
loguing system. Imagine having 
the directory entries for all your 
40 plus disks in one big direc¬ 
tory, all nicely sorted into alpha 
betical order with the size of 
each file, the data catalogued, 
and a label to indicate which disk 
it is from. This in essence is what 
Findex II does. 

The CP/M machine used to 
test the Findex system was a 
slightly weird 'home-brew' 
contraption with three 5.25" and 
two 8" drives. The 8" inch disks 
hold 1.2 mbytes with 192 poss¬ 
ible directoiy entries. The 8" 
disks are mainly used for archiv¬ 
ing material and so provided a 
good supply of 'test' disks with 
which to put Findex H through 
it's paces. 


With the advent of MSDOS and the IBM PC with it's numerous 
clones, it must have seemed to the software houses that CP/M was a 
thing of the past, not to be bothered with any more. The tables have 
now turned and it looks as if old 8 bit 'user unfriendly' CP/M is about 
to enjoy greater popularity than ever before. The software houses 
are digging out their old Z80 machines again. 

Micropro, the authors of the famous WORDSTAR have issued 
POCKET WORDSTAR — a somewhat cut down version of the old 
faithful, selling for slightly more than £100. They may have missed 
the mark a bit — it shouId have been about £50 — but it's a step in the 
right direction. HiSoft, the UK company, seem to be turning out 
some interesting looking language compilers and utility programs 
for CP/M machines at very reasonable prices, (less than £50). The 
indications are that over the next months we will be seeing more and 
more low cost CP/M packages appearing. There certainly seems to 
be a need. 

Amstrad alone is not responsible for this revival of CP/M. The 
business community's mass migration to 16 bit machines is putting 
ever increasing numbers of second-hand and unsold 8 bit CP/M 
computers on the market. Machines which were selling for in excess 
of £1,500 can now be had for less than £500 — and this is for a new 
machine. Prices for 16 bit machines are also falling, but not so 
markedly (yet). 

These factors, and the growing realization among computers 
users of the tremendous advantages of having a standard operating 
system with a huge amount of readily available software, has prob¬ 
ably sounded the death knell for expensive 'home type' computers 
such as the BBC with their one-of-a-kind operating systems. 


ft 


do further (optional) program 
customization to provide pass¬ 
word protection and so on, if 
you want to get involved in such 
matters. 


EASY TO USE 


INSTALLATION 


The Findex II distribution disk 
contains two versions of the 
program, one for winchester 
systems and one for floppies. 
Having chosen the right version 
it is necessary to install the 
program to suit your machine. 
On running the install program 
one is presented with a list of 24 
computers. In most cases all that 
will be needed is to select 
AMSTRAD. The documentation 
includes information on how to 


Once installed, the program 
proved very easy to run — the 
menus are so self explanatory 
that referral to the manual was 
hardly necessary. The com¬ 
mands are simply menu 
choices, and no special control 
key sequences are required. If a 
mistake is made during data 
entry, editing is possible using 
the back step facility provided 
on the escape key. Findex //was 
put on a disk in drive B: the disks 
to be catalogued were then fed 
one after another into drive D:. 
This arrangement worked fine, 
and any selection of drives could 
have been used. It would not be 
very easy to run Findex If on a 
single drive system, however, 
unless one also had a RAM drive 
(as with the Amstrad PCW 8256), 


into the Findex data file. This 
procedure is repeated for all the 
disks to be catalogued. 


MAKING A DISK 
CATALOGUE 


as an inconvenient amount of 
disk swopping would be need¬ 
ed. To use Findex I I on the 8256 
machine all that would be 
required would be to first copy 
the Findex II program files into 
the RAM disk and run it from 
there. When the cataloguing 
session was done, the catalogue 
data file produced would have to 
copied back to the Findex floppy 
for permanent storage. 

To catalogue a disk, one first 
enters the drive to be searched 
and then supplies a disk identi¬ 
fier which can be up to four 
characters long, and can be any 
mixture of letters and numbers. 
This disk identifier is used in the 
index file to distinguish one disk 
from another and is also written 
to the disk being catalogued as a 
zero length file with the identi¬ 
fier in its name. This is a useful 
feature, as even if the disk label 
falls off or otherwise becomes 
unreadable, doing a DIR on the 
disk will show its identifier label 
in the directory. Findex II then 
scans the directory of the disk 
and places ail the entries found 
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My test run used 33 of the 8" 
disks which were all pretty full. 
This produced a hefty 100k data 
file with some 4,400+ entries in 
it. Initially the entries in this file 
are un-sorted, being only in disk 
order. A sort option on the main 
menu is provided to sort the 
data file into alphabetical order. 
This sort routine took a few min¬ 
utes to sort the file but in fair¬ 
ness, it was probably a lot larger 
than the file most users are likely 
to generate. 

Viewing the file in its sorted 
form immediately showed that 
my 8" archive disks contain 
many unnecessarily duplicated 
files. A few items that I thought 
had been lost for good were also 
found, tucked away in some 
obscure user area like 12. The 
display of the record sizes of the 
files proved useful as some of 
the files, which were apparently 
just duplicates, showed up with 
different record sizes indicating 
that some investigation would 
be needed before erasing them 
as backups of backups. 

The catalogue also shows the 
attributes of the files; whether 
read/write, read-only, system 
etc. Once the catalogue has 
been created and sorted, extens¬ 
ive search and display options 
are available using an expanded 
version of CP/M's wildcards 
plus search by disk identifier, file 
size, user number etc. All this 
makes it very easy to find which 
disk that elusive lost file is on. 

Having created the catalogue, 
you're likely to find that there are 
many duplicates and unwanted 
files which could be erased to 
recover some valuable disk 
space. It would be rather a 
tedious job to go through all the 
disks typing ERA for each un¬ 
wanted file, and to handle this 
problem there is an optional 
add-on for Findex If called File- 
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G»00:00, T = 2, S* I 


: D 


00 0043504D 33202020 20535953 OIOOOOIE *.CPM3 SYS.. 

10 01020304 05000000 00000000 00000000 «. 

20 00444556 49434520 2043CF40 0000003A * .DE V ^CE * *COm! ! 

30 06070000 00000000 00000000 00000000 *. 

40 E54F4E20 20202020 2043CF40 0000000 1 »eON.COM.’* 

50 08000000 00000000 00000000 00000000 *...., 

60 0050524F 46494C45 2053D542 00000001 * .PROFILE "sUB!! 

70 09000000 00000000 00000000 00000000 *.... 

••CH40.00 
E 5 
: D 

00 004 3 504 D 33202020 20535953 OIOOOOIE ».CPM3 SYS.. 

10 01020304 05000000 00000000 00000000 *. 

20 00444556 49434520 2043CF4D 0000003A » ! DE V [ce *’cOM ! ! 

30 06070000 00000000 00000000 00000000 ». 

40 004F4E20 20202020 2043CF4D 00000001 «[oN. COm”! 

50 08000000 OOOQOOOO 00000000 00000000 *. 

60 0050524F 46494C45 2053D542 00000001 • .PROF ILE "sUB ! 

70 09000000 00000000 00000000 00000000 *. 


Manager which allows un¬ 
wanted files to be deleted by 
'condemning them' in the main 
catalogue file. It is then only 
necessary to insert a disk with 
condemned files, and File-Man¬ 
ager will search out any con¬ 
demned file in whatever user 
area and do the job for you. 

Keywords is another add-on, 
which would be found particu¬ 
larly useful by people who have 
lots of word-processor files. 
With Keywords you can enter up 
to ten words or phrases to be 
searched for, and all the files on 
the disk will be searched. Files 
containing the key-words spec¬ 
ified will be reported (again all 
user areas are searched), and if 
the search fails on one disk, 
further disks can be inserted to 
continue the search. Findex H 
(£29.25), Fifmanager (£14.95) 
and Keywords (£14.95) are avail¬ 
able from Greenfire Software 
The Oare Windmill' Faversham 
Kent ME13 7TJ. 


The DISK UTILITY 
(DU 10 IIS 
friends) 

Like Sweep mentioned last 
month DU is among the best 
known and most useful of prog¬ 
rams from the public domain. As 
with many of the best utility 
programs DU has been devel¬ 
oped over a period of time — the 
latest version, 8.6, works with 
CP/M 2.2 orCP/M 3. DU is a disk 
editor, that allows any sector on 
any track to be viewed on the 
screen and optionally altered. 

DU does not need to be spec- 
ially set up for any particular 
machine — it gleans the infor¬ 
mation it needs about the type of 
disk format in use by looking at 
the disk configuration areas in 
the operating system, learning 
how many sectors and tracks the 
system employs. DU has many 
possible uses; probably the 
most common application is 
where one has accidentally 
erased a file only to realize that 
this was not really what you 
wanted to do. When CP/M 
erases a file it is not physically 


removed from the disk. All that 
happens is that the first char¬ 
acter of the directory entry for 
that filename has been changed 
to the HEX character E5, and 
providing nothing else has been 
put on the disk since then to 
overwrite the file, then it is a 
simple matter to recover it. 

RECOVERING FILES 

The print out shows a typical file 
recovery session. The first task 
is to find the directory area on 
the disk: this should not be a 
problem as it will be on the 
beginning of the next track after 
the system track(s) and this 
information can be derived by 
typing STAT DSK: or with CP/M 
3 SHOW DSK:. The tracks are 
numbered from zero, so if your 
system has 2 reserved tracks (2 
is the most common) then your 
directory will be found on track 2 
sector 1. The DU prompt is a ":" 
(colon) and to display the con¬ 
tents of the first sector, enter the 
first command, T2 meaning go 
to track 2, then SI 'go to sector 
1', then D meaning dump to the 
screen. 

The left side of the display is 
the contents of the sector in HEX 
format and the right side shows 
it in ASCII format. The file to be 
recovered is ON.COM — this is 
the third entry down. On the 
right you will see 'e' just in front 
of ON, and on the left, next to 40, 
the HEX E5. Notice that the other 
directory entries begin with 00 
— this indicates that the file is in 
user area zero. Had this had 
been 01 it would mean the file 
was in user area one and 02 for 
user area two and so on. 

The next command given is 
CH40, meaning Change Hex 
format address 40 to 00. Now 
dump to the screen again, to 
make sure we got it right (at this 
stage the change has not yet 
been written to the disk) and 
having observed that our disk 
editing has produced the 
desired result, the process is 
finished off with the W (write) 
command to write the edited 
material to disk. The file 
ON.COM will now be back on the 
directory. 

Sometimes more serious 
mishaps can occur, resulting in 


the loss or corruption of the dir¬ 
ectory track. With DU it's poss¬ 
ible to recover a file from the 
disk even if the directory is un¬ 
readable. DU has a facility to 
read sectors from any position 
on the disk, store the infor¬ 
mation in RAM and then save it 
on another disk as a file. This 
procedure by-passes the normal 
directory process, and means 
you have look on the disk to find 
the starting and finishing sec¬ 
tors of the file to be recovered. 
The number of sectors which 
can be recovered in one go is 
limited to about 300 due to RAM 
space limitations. Files larger 
than about 36k will probably 
need to be recovered in two or 
three chunks. 


EDITING PROGRAM 
FILES ON DISK 

Another handy use for DU is 
when minor modifications to a 
program file are needed, where 
maybe just one or two bytes to 
be changed. DU has a very use¬ 
ful 'FIND' facility to help us with 
this. The DU command 
~ <BxB>, will search the disk 
from the current sector for the 
first occurrence of the byte spec¬ 
ified by 'B'. As an example of this 


I recently had to configure a 
program to run on my com¬ 
puter, which had no special 
install program with it to re¬ 
configure the software. My 
computer uses the HEX codes 
IB 3D to position the cursor on 
the screen and I knew that prev¬ 
iously the program had been set 
up to run on a machine which 
used the codes IB 59 for this. 
Entering the DU command 
- <1B>=<59> soon located 
the configuration data storage 
area in the program, which I was 
the able to edit as required. 
Beware though, these codes 
could have occurred at various 
other points in the program and 
choosing the wrong one to edit 
would have very likely produced 
a totally non-functional piece of 
software. 

DU is available on SIG/M lib¬ 
rary volume 152, and a Tutorial 
is available on SIG/M volume 
161. If you have MSDOS, a sim¬ 
ilar program called ULTRA util¬ 
ities is available on PC-BLUE 
volume 57. Copies of these disk 
volumes can be had for £2.00 
per volume from: The P.D. Soft¬ 
ware Library, 138 Holtye Rd, 
East Grinstead, Sussex RH19 
3EA. Tel: (0342) 313883 (Note: 
You have to supply formatted 
disks and stamps for return 
postage.) 


S SIREN S OFTWARE SIREN SOFTWARE S 

r r 


DISKON 


Put those headerless programs onto disk. DISKON 
gives you the power. No assemblers, 
dissasemblers, monitors needed. This two part 
program allows you to transfer headerless 
programs and getthem running. Not recommended 
for the novice. 

464,664 and 6128. Disk £13.99 


DISCOVERY 


Transfer tape based software to disk, now handles 
some turboloaders. Alters programs to get them 
running without alteration. Adds re-locaters etc. 

7 found Discovery just a bit easier to use' AMTIX! 
issue 1 

464,664 and 6128 Tape £7.99, Disk £11.99 


For speedy delivery send cheques or PO's to: 

SIREN SOFTWARE, 76 Bridge Street, 
Manchester M3 2RJ 
TEL: 061 796 6874 

Overseas customers please add £1.50 


E SIREN SOFTWARE SIREN SOFTWARE E 
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matically locates them in the 
highest available area. That's 
the last you will ever see of it 
until you invoke one of the RSXs 
by using the standard I com¬ 
mand. 

The documentation deals with 
each RSX in turn. Each com¬ 
mand is explained and then 
demonstrated by the use of 
example programs which can be 
loaded in from the tape. The first 
command explained deals with 
saving the screen image to one 
of the RAM banks and calling it 
back again. A very simple oper¬ 
ation which is extended to do 
the same for windows. Under 
normal circumstances Amstrad 
windows would obliterate the 
text they covered. ISAVEW will 
save a window which can be 
recalled with its opposite. 
Windows manipulated using 
these commands will not 
destroy the text they cover. 

The other use the extra 
memory can be put to is for stor¬ 
ing arrays. The data from these 
is moved around by the com¬ 
mands ISAVED and LOADD. The 
documentation explains at great 


CP/MANO COMMERCIAL 
APPLICATIONS 

We have received a great 
number of phone calls concern¬ 
ing the suitability of a 464 or 664 
equiped with a RAM board for 
running commercial 6128 soft¬ 
ware. This is a bit of a tough one 
chaps. 

Although the memory can be 
made to act like a 6128, the rest 
of the firmware cannot. Some 
programs may attempt to exam¬ 
ine the ROM type before they 
load. CP/M plus will report that it 
cannot run in that environment 
if it finds anything other than a 
6128 ROM. Although DK have 
managed to get around that 
particular call by providing an 
emulate command there may be 
times when even CP/M prog¬ 
rams make firmware calls that, 
strictly speaking, they shouldn't. 

DK'Tronics have tested some 
of the more popular applications 
such as the new larger Tasword 
and Masterfile, and have found 
them to work. This has been my 



length how you should go about 
dealing with numerical arrays, a 
pleasant way of preparing you 
for the more complicated multi- 
dimensioned and string arrays 

PICTURES AND GRAPHICS 

As stated before, the bank mem¬ 
ory is ideal for storing away the 
vast amount of data the Amstrad 
uses to build up a screen picture. 
The three commands ILOW, 
IHIGH and ISWAP allow whole 
screens to be moved from 
memory and displayed instant¬ 
ly. While one screen is being 
displayed, the 'background' 
screen can be sent in from disk 
or even loaded out to disk. With 
a bit of imagination the window 
commands could be used to 
create small moving graphics 
characters that need not corrupt 
the background when they are 
moved from one position to the 
next. 

The more adventurous 
among us will want to experi¬ 
ment with the possibilities that 
the memory boards allow for 
programming at higher levels. 
For example there are special 
PEEKS and POKES which can 
examine and write value in any 
of the banks. For the really cool 
dudes who understand machine 
code programming DK have not 
forgotten you, They have incl¬ 
uded an extensive section det¬ 
ailing how to manipulate the 
memory areas without using 
RSXs. 
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own experience. I went a bit fur¬ 
ther and decided that I would 
like to try Sorcim's Superwriter. 
This is a memory hungry word- 
processor that wouldn't even 
look at a TPA of less than 50K. 
The short answer is that al¬ 
though I could get CP/M plus to 
boot up into the 464 and the 664, 
only the 664 would run Super¬ 
writer, even then only for a short 
time before it turned nasty. Now 
that does not mean that CP/M 
plus will not run, far from it, I 
havenT found a utility yet that 
doesn't and Newword seemed 
pretty happy when I tried it. The 
problem is going to be knowing 
which programs you should buy 
and which to avoid. 

Bearing in mind the number of 
people who have been out and 
bought CP/M plusto runon their 
new configuration it would 
seem sensible that we should 
draw on our readers' combined 
experiences. Let us know at 
Amtech about your successes 
and you failures, so that we can 
keep a log of software which is 
likely to cause problems and 
that which is not. This applies 
equally to games software if and 
when it becomes available 
purely for the 6128. After all, 
there can be little doubt that a lot 
of readers will want to upgrade 
their Amstrads so we will try to 
keep you informed about any 
potential problem areas if the 
crop up. 

Prices: 64K £49.95 and 256K 
£99.95 


LOOKING AT TOOLKIT 
ROMS ■ ■ 

Tea drinking is a draining task, so between cuppas, 
there's nothing better GARY LIDDON enjoys than 
taking apart a Toolkit ROM — especially if it's Utopia. 


This Christmas sees many 
companies jumping on the 
ROMboard wagon in an attempt 
to part hard earned shekels from 
the innocent punter. Seemingly 
popular among many firmware 
manufacturers at the moment 
are toolkit ROMS adding extens¬ 
ions to the already powerful 
Locomotive BASIC resident 
within your Amstrad. Three 
such ROMs have gently wafted 
their way onto my desk over the 
last month or so, all trying to 
achieve similar goals. They are 
Arnor's Utopia, Beebugsoft's 
Toolkit and Superpower's Prog¬ 
rammer's Toolbox. Though 
priced over quite a wide range, 
what you actaully get for your 
money varies quite a lot. 

The cheapest two, Toolkit at 
£29.95 and Toolbox at £39.95, 
come as EPROMs with no 
method of attaching them to 
your machine supplied. Admit¬ 
tedly, anyone likely to buy such 
a ROM is likely to already have 
purchased an external ROM¬ 
board but if you aren't lucky 
enough to own such an item, the 
extra hardware to plug the chips 
into your computer will cost 
anywhere between £30 and £50. 
Arnor's Utopia, however, comes 
supplied with the a small board 
that fits neatly inside the 
Amstrad's casing. Depsite the 
slightly higher price of £42.50, 
Arnor's offering probably works 
out the best value because of its 
included ROMcard and fitting 
instructions. 

All three pieces of firmware 
are 16K long and work in a sim¬ 
ilar way. Each one is a back¬ 
ground ROM. Generally this 
means that they perform serv¬ 
ices for foreground ROMs such 
as BASIC. When any of the 
ROMs are activated they don't 
take full control of the machine 
but just perform a function and 
the return control to the fore¬ 
ground ROM that asked for the 
command. 

Upon power up each individ¬ 
ual ROM proclaims itself to the 
system and tells it about any 
extra functions it's willing to per¬ 
form. The extensions are known 
as resident system extentions 
(RSXs) and are accesed by 
typing the bar character (I) and 
the command you want to 
access. When such a command 
is issued each ROM is interro¬ 
gated to see whether it pos¬ 
sesses the command needed 
and if it does then the ROM 
performs the function asked and 
then returns control to BASIC. 
Because of this system, if two 
ROMs hold a command of the 


same name the first ROM to be 
interrorgated will perform the 
function, the ROM in the lowest 
numbered ROM socket. 

This month, let's take a detail¬ 
ed look at Arnor's Utopia. 

Utopia supplies an extra of 43 
commands all as RSXs. As a 
little extra it also programs the 
function keys to handy com¬ 
mands when used in conjunc¬ 
tion with the CTRL key. 12 of 
Utopia's extensions are of a disk 
only nature, so they're a bit of a 
dead loss for cassette users. If a 
cassette based machine is asked 
to do something with a disk 
drive that's not connected then 
the ROM offers an 'AMSDOS' 
not initialised error message. 
The disk commands added are 
very powerful indeed. A sector 
editor is even supplied allowing 
the user complete control over 
an Amstrad disk drive. The 
annoying original bug in the 
REN and ERA commands on the 
464 have been corrected. Now 
you can type IERA/FILE' instead 
of bunging the filename into a 
string and then passing the 
string to the command. The 
command will still work with the 
old method, so as to maintain 
upwards compatability with 
older programs. If you want 
Utopia to intercept the AMSDOS 
commands then it's neccessary 
to fit Utopia into a higer priority 
socket than the disk ROM which 
allocates itself on socket 7. The 
other disk commands are very 
handy indeed. INFO gives 
details of any files start, end and 
run address. Also included is a 
disk formatter and a disk backup 
function. All functions that 
should have been included in 
AMSDOS. 

Utopia takes 256 bytes in 
higher memory for workspace 
and some games may not run as 
a result. For some ROMs this 
would mean having to physic- 
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.Postcode ... 

Auntie Aggie can you send me a board to fit a 464 / 664 / 
6128 

(circle as appropriate) 
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ally disconnect them from the 
machine in order to get some 
software running. Utopia, how¬ 
ever, offers a much more 
elegant solution by suppling a 
the ROMOFF command which 
allows any or all the extension 
ROMs present to be switched 
out. 

For the BASIC programmer 
many extra functions are pro¬ 
vided to make the creation of 
programs a bit less of a painful 
experience. Most of the extra 
commands become especially 
useful once you start debugging 
a finished program. A major 
nightmare when writing porky 
BASIC programs is the task of 
keeping control of the various 
variables being used. Utopia can 
dump out all the currently 
defined variables, detailing their 
names and values. Find and 
replace functions are also inc¬ 
luded for use on your BASIC text 
allowing specific strings to be 
found and replaced with a sub¬ 
stitute string. When you're run¬ 
ning short of memory and a few 
more bytes would help no end 
it's often memory efficient to 
replace long variable names 
with a one letter equivalent. 
Though the resulting program is 
a little less readable, Utopia 
should be able to shorten a 
majority of BASIC programs 


with little difficulty. 

If you know a bit about the 
machine and possess some sort 
of firmware specification with 
Utopia it's possible to utilise all 
the jump block commands with 
the extended CALL command. 
Utopia's version of call allows 
the Z80's internal registers to be 
set before the call is performed. 
It also means that interfacing 
your own machine code rout¬ 
ines with BASIC is a lot easier. 

For the more advanced user 
who maybe starting to dabble in 
machine code, a memory editor 
is supplied. Though not quite a 
full monitor, the editor provides 
many handy functions that 
should be of use to even the 
most trivial of code program¬ 
mers. 

Utopia seems to be in a of a 
class of its own among the three 
ROMs and it seems to be aimed 
mainly at the experienced 
Amstrad owner who perhaps 
dabbles in machine code. The 
extensions provided are 
extremely handy indeed, the 
most welcome being the tidying 
up of Amstrad's disks com¬ 
mands. 

Next month, we'll take a look at 
Toolkit by Beebugsoft, and 
Programmer's Toolbox by 

Super Power. 


Beef up Straddles with UTOPIA 


UTOPIA 




utopia 


CPra2lP CP 0»64 

C664 & CPC6J28 


Those nice men who brought us PROTEXT have 
made their latest product available exclusively to the 
readers of AMTIX! 

What is UTOPIA? Well it's a state with perfect 
political and social conditions and — a basic toolkit 
ROM. The ROM contains a library of useful 
sub-routines which can be invoked directly with a 
single external command. Most of the routines are 
designed to be used from BASIC and make a 
programmer's life a lot easier. Imagine the 
convenience of getting a graphics or text screen 
dump without having to load a program in, just a 
simple bar command. Besides the commands to 
help you write your own programs the ROM also has 
a large number of file commands so you don't have 
to keep loading in your system disk to perform such 
mundane operations as FORMAT. Powerful 
commands enable the user to juggle around bits of 
memory with ease. 

Apart from having your own UTOPIA the only other 
thing you need is a way of plugging it into your 
Amstrad. No problem. The price includes the Arnor 
single ROM board which can be located discreetly 
inside your computer without you even having to 
take a screwdriver to the thing. Although the ROM is 
compatible with the 464,664 and 6128 the board is 
not, so please let Auntie Aggie in mail order know 
what type of Straddles you live with. Apart from that 
the only other requirement is that you should part 
with a bit of cash (well a cheque or postal order 
wou Id be better). All we ask is a mere £42.50 and that 
includes the normal nasties such as VAT, postage 
and packing. 

I enclose a Cheque/Postal order for £42.50 made payable 
to 'Newsfield Ltd'. 

Please send my UTOPIA and ROM board to; 

Name..... 

Address ....... 
































































































































DRAUGHTSMAN 


Computer Graphics, 
£19.95 cass, £24.95 disk 


With most software houses 
following the current trend of 
MACPAINT lookalikes, it is nice 
to see Computer Graphics adopt 
a different approach to the prob¬ 
lem of creating a user friendly 
graphics package. DRAUGHTS¬ 
MAN is a drawing utility that 
makes full use of the function 


key system, which may require a 
longer introduction period, but 
once mastered, provides a very 
fast and efficient way of access¬ 
ing a multitude of functions and 
drawing routines without the 
physical effort of chasing icons 
and roll-down menu options. 

The function keys are normal¬ 
ly annotated in the lower screen 
area and can thus be allocated 
differently in the various prog¬ 
ram sequences. Computer 
Graphics have opted for a key¬ 
board overlay, which saves 


screen space — their overlay is 
placed over the narrow metal 
strip bearing the Amstrad logo. 

The program can be loaded 
from side A of the tape at speed 
write 1 (2000 baud) or, if 

problems are encountered, from 
side B at speed write 0 (1000 
baud). Once running, one of 
three graphics modes must be 
selected, whereupon the prog¬ 
ram displays the default colours. 
At this point these may be rejec¬ 
ted and a new set chosen from 
the displayed list of available 
colour options. This leads on to 
the main program menu with 
four possible choices, 1) Design¬ 
ing a symbol, 2) Loading 


symbols, 3) Load a drawing 
program and 4) Cataloguing (for 
disk use only). 

Option 1 allows multi-charac¬ 
ter symbols to be created. The 
width and height may be enter¬ 
ed, upon which the program dis¬ 
plays the drawing grid of selec¬ 
ted height and width of 8 x 8 
pixel characters. The cursor keys 
or joystick control the flashing 
cursor, with the COPY key or joy¬ 
stick FIRE 1 acting as pixel set or 
reset switch. Once completed, 
pressing TAB scans the symbol 
grid character by character and 
the symbol is displayed in 
normal size (mode 1) in the bot¬ 
tom right corner. The symbol 
may be modified, or if satisfac¬ 
tory, stored in memory. The 
symbol will be assigned to a key 
and further symbols may be 
designed and allocated. The 
program displays the amount of 
characters left and also how 
many more symbols can still be 
assigned. The symbols can then 
be saved to tape or disk. 

Option 2 reloads previously 
saved symbols, while selecting 
the third option initiates the 
loading of the drawing program. 
The drawing screen consists of a 
frame and an information read¬ 
out box at the top of the screen. 
This displays a constant update 
of the x-y coordinates, the cur¬ 
rent linear distance from the last 
fix position, a status report indic¬ 
ating the current drawing colour 
and the function selected, the 
coordinates of the last fix posit¬ 
ion and the speed of the cursor 
(1 slow, 2 medium and 3 fast). In 
the centre of the screen is a 
flashing crosswire cursor, which 
can be moved using the cursor 
keys or the joystick. The COPY 
key sets the cursor speed con¬ 
secutively. The screen can be 
cleared by pressing CTRL TAB. 
Similarly, by the repeated use of 
the | key, the drawing colour 
may be changed sequentially, 
thus providing access to all the 
available colours of the selected 
drawing mode. 

Key 1 or FIRE 1 sets the fix posit¬ 
ion to the current cursor position 
and is indicated with the new x-y 
readout and zero distance indic¬ 
ation. Moving the cursor 
changes the distance readout. 
Key 2 or FIRE 2 draws a line from 
the current cursor to the fix 
oint. 

ey 3 provides the circle func¬ 
tion with the cursor as centre. 
The program prompts for the 
radius, then for DASH or LINE 
before drawing the appropriate 
circle. Pressing SHIFT 3 without 
having moved the cursor erases 
the circle, but retains the radius 
and line information, so that if 
no new value is entered, the 
original circle will be redrawn. 

Key 4 hides the elipse func¬ 
tion. Prompts are required for x 
and y axis, the rotational start 
and end position (0 and 360 for a 
full elipse) and DASH or LINE. 
Again, SHIFT 4 erases the drawn 
elipse and prompts for new 
entries. 

Key 5 is the key to the polygon 
function. Prompts for radius. 


AcafiapI* of the t 
possible with 'D 


>e of solid rendering 
iUGHTSMAN' 
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number of sides, rotational start 
position and line type (DASH or 
LINE) are given. 

Key 6 calls the arc function. 
Key 1 fixes the start and end pos¬ 
ition and the third point dictating 
the curvature of the arc. Again 
there is the choice of DASH or 
LINE. 

SHIFT 1 provides dot-dash 
lines and works in exactly the 
same way as the Key 2 line func¬ 
tion. 

SHIFT 7 contains a rubber. A 
flashing X appears and rubs out 
a pixel at a time. By pressing 
SPACE BAR the X can be turned 
into a square of four character 
spaces, which is useful for 
erasing larger screen areas. 
Pressing SPACE BAR again 
returns the X and pressing 
SHIFT 7 terminates the rubber 
function. 

SHIFT 9 is the hatching func¬ 
tion. Choices are provided for 
slope angles of 45 or 60 degrees, 
up or down or horizontal and 
vertical. All hatching moves 
from left to right except vertical 
which moves from the bottom 
upwards. After selecting the 
option, pressing the SPACE BAR 
causes the first hatch line to be 
drawn. Further hatch lines 
appear by moving the cursor 
while holding the SPACE BAR. 
The spacing can be altered by 
changing the cursor speed. 
Pressing SHIFT 9 terminates the 
hatch function. 

SHIFT 0 triggers the fill 
function. On the 464 version the 
filling process can be abandon¬ 


ed by pressing the ESCAPE key 
twice. 

SHIFT HYPHEN provides the 
text entry mode. Normal text 
editing is allowed and entry is 
terminated with the ENTER key, 
which prints the text at the cur¬ 
rent cursor position. Using the 
cursor keys or joystick the text 
may be moved around on the 
screen until it is fixed by press¬ 
ing SHIFT HYPHEN again. 

HYPHEN calls the symbol 
function. Pressing the key to 
which a particular symbol is 
assigned causes the symbol to 
be printed at the cursor position. 
Again, similar to normal text, 
this may be positioned and fixed 
by pressing HYPHEN again. 

DRAUGHTSMAN provides 
two perspective drawing tech¬ 
niques, with one or two vanish¬ 
ing points. 

Key 8 provides the two point 
perspective and pressing this 
key displays the horizon which 
can be moved up or down and 
fixed with COPY. Next follows 
the prompt for the X-coordinate 
of the lefthand vanishing point. 
If no value is entered, it is set to 
0, which is the left edge of the 
screen. Then follows the prompt 
for the right-hand vanishing 
point. Default is 640 (right edge 
of the screen). The horizon dis¬ 
appears and by pressing Key 7 a 
rubber band will be drawn from 
the lefthand vanishing point to a 
new 'template' cursor and to the 
right-hand vanishing point. This 
new cursor can be moved 
around using SHIFT cursor keys. 
The normal cursor is still operat¬ 
ional and can now be used to fix 


and draw lines using the rubber 
band as a guide for the vanish¬ 
ing lines. 

Key 9 accesses single point 
perspective, which operates in a 
similar manner. The vanishing 
point is positioned with the 
cursor keys and fixed by press¬ 
ing 0. A line will be drawn from 
the edge of the screen to the 
vanishing point. This line can be 
rotated clockwise and anti¬ 
clockwise using SHIFT right and 
SHIFT left cursor keys. Normal 
drawing mode is reached again 
by pressing Key 0. 

Further assistance in perspec¬ 
tive drawing is provided with the 
DEPTH function. Pressing SHIFT 
8 causes a set of lines indicating 
equal distances to be drawn, 
receding towards the horizon. 
These can be used for judging 
the amount of fore-shortening 
that occurs as objects become 
more distant. Pressing SHIFT 8 
again removes them. 

CTRL0 initiates screen saves. 
The readout box clears and a 
filename is requested. The CAT 
function catalogues a disk in the 
usual manner, but will obviously 
destroy the current screen as 
soon as it is accessed with a 
SHIFT D. Pressing the ESCAPE 
key twice recalls the drawing 
mode. CTRL D initiates the load 
function. Once completely load¬ 
ed, the program 'freezes' to dis¬ 
play the entire screen until the 
SPACE BAR recalls the informat¬ 
ion readout. 

The DELETE key can turn the 
readout display on or off. In fact 
doing so speeds up the cursor 
movement, since there is no 
delay in updating the informa¬ 
tion display. 


The CLR key restarts the prog 
ram right from the beginning, 
though the symbol design feat¬ 
ure will not be accessible any 
more. Any stored symbols will 
be lost. DRAUGHTSMAN works 
in conjunction with TASCOPY, 
so that whenever CTRL 2 is 
pressed in the main program, 
the current screen will be dump¬ 
ed to the printer. 

DRAUGHTSMAN is a curious 
graphics utility. Designed prim¬ 
arily for technical drawings, it 
still proves to be a good all- 
rounder despite a certain lack of 
elegance in presentation. The 
function key system is still a 
strong favourite when compar¬ 
ed to the fashionable icon 
system — anyone having 
worked with icons and roll- 
down menus for a couple of 
hours will agree that nothing 
could be more laborious to oper¬ 
ate. 3D drawings are greatly 
helped with the use of vanishing 
point line guides. 

On the more negative side, 
criticism could be made about 
the sluggish response, which is 
largely due to the strong BASIC 
content of the program. Also it 
would have been neat to have 
had the function keys displayed 
on the screen rather than with a 
cardboard mask, although this 
would have cut into the drawing 
area. Getting used to the 
controls is no problem thanks to 
a good introductory manual. 
What the program definitely 
lacks is up to date facilities such 
as a spray-gun, texture filling 
and variable pen thicknesses — 
but then this isn't necessarily 
required for the more technical h 
drawings. 

Franco Frey I' 
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The new revolution in communications is now 
beginning to tax the lead laying power of the 
Straddles owner. If you want to get out and about but 
keep netting your wires crossed—you're in luck. This 
month AMTlX! takes the guess work out of 
connecting modems by outlining how three popular 
models can be used with Amstrad RS232 interfaces in 


CONNECTING 
MODEM THINGIES 
TO THOSE 
AWFULLY 
DIFFICULT TO USE 
RS232 WHAT5ITS 


Serial Interfaces 

There are two fully Amstrad 
compatible serial interfaces, the 
Amstrad RS232C and the 
HoneySoft HS-S1/2, both of 
these have similar connections 


as shown in table 1. For both 
interfaces, the flow control 
signals are equivalent, and the 
connections to the modems 
detailed below assumes one of 
these interfaces is being used. 


Table 1 - RS232 Signals 



Pin 

Function 

1 t 

ground 


I 2 

Transmit data 

output 

I 3 

Receive data 

input 

4 

RTS Request to send 

output 

5 

CTS Clear to send 

input 

7 

Ground 


8 

DCD Data carrier detect 

input 

20 

DTR Data terminal ready 

output 


Tile WS2000 

The WS2000 from Miracle 
Technology is the only modem 
to come complete with a 
standard 25-pin RS232 
connector. Although there are 
several handshake lines 
available, not all need to be 
connected for the modem to 
operate correctly. 

For both the Amstrad and 
HoneySoft interfaces, transmit 
data on the modem should be 
connected to receive data on the 
interface; likewise with receive 
data and ground. 

The WS2000 uses the RTS line 
to control the direction of 
transmission, it should be True' 
for the modem to transmit but 
may be at any level to receive. 
As the levels are at RS232 levels, 
'true' corresponds to a positive 
voltage level. The default level 
for this pin is 'true' and so if the 
modem is to be used merely for 
reception (as in most cases) then 
this need not be connected at all. 

If, however, the software 
being used supports line 
switching between transmit and 
receive mode, then this should 
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be connected to the RTS line on 
the serial interface. This is the 
case when using the HoneySoft 
ARQ file transfer technique. The 
DTR is used as a RESET line for 
controling hardware within the 
interface. This should be taken 
'false' (low) whenever the 
operating mode is changed, ie 
whenever the mode switch is 
used to select a different baud 
rate. Neither the Amstrad 
software nor the HoneySoft 
supports this feature, and so the 
modem must be powered down 
at the mains and then switched 
on again whenever the mode is 
changed, or the RS232 channel 
is closed, and then re-opened 
using the RSX commands. The 
DTR line should be held 'true' for 
normal operation otherwise the 
modem will be permanently in a 
re-set state. Since the default 
condition for this pin is 'true' 
there is no need to connect this 
to the interfaces. 

The remaining connections 
are not required for the WS2000 
to operate correctly, however 
the interface must be configured 
to ensure that all hardware 


handshaking is effectively interface to function correctly, it 

disabled. The HoneySoft must have CTS and DCD set 

interface assumes this true. This can be achieved by 

automatically, and so it does not connecting pins 4, 5 and 8 

require any further connections, together. 

In order for the Amstrad 


WS2000 

RS232 interface 

Transmit data (pin 2) 
Receive data (pin 3) 
Ground (pin 7) 

Transmit data (pin 2) 

Receive data (pin 3) 

Ground (pin 7) 

RTS (pin 4) 

RTS (pin 4), if HoneySoft 

ARQfile transfer used. 


RTS and DCD (pin 4,8) together 
if Amstrad RS232 used with flow 
control. 


Flow Control 

Flow control is primarily used to 
tell one end of a data link to stop 
sending, in order to prevent 
characters from being lost. 
There are two types of flow 
control; namely hard or soft. 
Hardware flow control uses 
RS232 signals such as CTS and 
DTR to manage data flow, but 
since RS232 signals cannot be 
used over telephone lines 
software flow control is often 
used instead. Software flow 
control uses characters which 
have a special meaning to each 
end. The character XOFF is 
normally sent by the receiving 
end, to stop the transmitter 
temporarily, until an XON is 
sent. This type of software flow 
control is known as XON/XOFF. 

In order to use software flow 


The PACE Nightingale 

This modem was originally 
aimed at the BBC market, so 
naturally it has a BBC 
compatible 5 pin domino socket 
for connections to the outside 
world. 

There are two BBC compatible 
flow control signals, CTS and 
RTS, as well as the data and 


control the hardware signals 
need to be disabled, this is done 
by making the output signals 
(RTS, DTR) assume a true state, 
and by ignoring the input 
signals (DCD, CTS) completely. 
There are commands with the 
serial interfaces to do this, but 
unfortunately the modems still 
expect some hardware signals 
to control their functions. For 
instance, modems have a carrier 
detect output to prevent 
spurious characters being 
received into the modem until a 
connection has been 
established. If hardware flow 
control is disabled, then this will 
be ignored, so there is little point 
in providing it in the first place! It 
is recommended that hardware 
flow control is used, with the 
connections detailed below. 


round signals to connect, 
hese should be connected 
directly to their RS232 
counterparts, as below. 

If the request to send signal to 
the Nightingale is made 'false', it 
will release the line, if held, even 
if the Nightingale's online 
switch is on. 


NIGHTINGALE RS232 

Data into modem (pin 2) 

Data out of modem (pin 3) 
RTS, Request to Send (pin 4) 
CTS, Clear to send (pin 5) 
Ground (pin!) 


Transmit data (pin 2) 
Receive data (pin 3) 
RTS (pin 4) 

CTS (pin 5) 

Ground (pin 7) 

Connect DCD (pin 8) 
to RTS (pin 4). 


6EC Datachat 1223 

This modem uses a 5 pin DIN 
connector, with yet another pin 
out. Two flow control signals, 
RTS and DCD, have been 
provided. The DCD output line is 
true when the modem is online 
and a carrier has been detected, 
as shown by the red and yellow 
indicators on the front panel. 


The RTS input line is used for 
selecting between transmit and 
receive mode, using line 
turnround techniques. Normally 
this should be connected to RTS 
at the RS232 interface, but if the 
software in use does not support 
half duplex operation this 
should be connected to ground. 
This will usually be the case. 


Datachat 1223 

Transmitted data (pin 1) 
Received data (pin 5) 
DCD,Carrier Detect (pin 4) 
Ground (pin 3) 

RTS, Request to Send (pin 2) 


RS232 Interface 

Transmit data (pin 2} 
Receive data (pin 3) 

DCD(pin 8) 

Ground (pin 7) 

Ground (pin 7) 
or RTS (pin 4), if HoneySoft 
ARQfile Transfer software 
used. Connect CTS (pin 5) to 
DCD(pin 8). 








































































































































































PROTEXT 


FORAMSTRAD 
464/664, 6128 


THE ULTIMATE AMSTRAD WORD PROCESSOR!! 


PROTEXT is without doubt the most sophisticated word processor you will 
find on any home micro. It is of comparable standard to business packages 
costing over £200 but has been developed for the AMSTRAD 464/664 and 
6128 machines and is 100% machine-code. We know that PROTEXT is the 
fastest program of its type currently available (eg global search and replace 
on a three page file in under a second!). Bearing in mind the range of 
features included and their ease of use, this package is rightly acclaimed as 
the No. 1 word processor for Amstrad owners. Compare these features and 
benchmarks with any other similar products. 


PROTEXT FEATURE SUMMARY 

File commands - Super fast Load, Merge and Save, Cat, Print (to printer/screen/file). 

Cursor Movement - By character/word/line/paragraph/screen, to start or end of line, to start or end of text, 
to line number, to place marker, to margin. 

Inserting and deleting - Insert/overwrite mode, insert character or line, delete character forwards or 
backwards, delete word. 

FIND and REPLACE - Wildcards, all or part of text, case specific, whole word or part of word, find control 
codes. 

Block commands - Move/copy/delete/save/print/format. 

Markers - 2 block markers and 10 place markers may be set anywhere. 

Formatting - Word wrap, right justify, variable left and right margins. 

Ruler lines - Unlimited number of ruler lines to define margins and tabs. 

Print options - Headers/footers, page numbers, variable line spacing, variable page length and margin 
sizes, conditional page throws, odd and even page features, continuous or single sheets, 
multiple copies. 

Printer features - Including emphasised, condensed, double-strike, elite, italics, enlarged, pica, NLQ, 
subscript, superscript, underline. Built in Epson printer driver. Ability to easily define your own 
printer driver and save to disc. 

Help features - Optional on screen command summaries. 

Built in character sets - Danish/French/German/ltalian/Spanish/Swedish. 

Other features - Non break space, display tabs, returns and hard spaces, soft hyphens, word count, case 
conversion, copy ruler. 40 page easy to read manual with full index and glossary of terms. 


BENCHTESTS 

A standard file of 775 words 
(4,785 characters) was used to 
carry out the following 
benchtests (all timings are in 
seconds): 


PROTEXT 

TASW0RD/AMSW0RD 

1 LOAD text file 

4.7 

10.2 

2 SAVE text file 

4.9 

18.9 

3 Re-FORMAT paragraph 
(85 words) 

0.4 

15.3 

4 Re-FORMAT entire text 

2.5 

Not Possible 

5 Move directly to 
start of text 

under 

0.1 

2.2 

6 Move directly to 
end of text 

0.2 

2.2 

7 REPLACE'the'with'THE' 

(45 occurances) 

1.7 

34.1 

8 SCAN entire text 

2.2 

7.2 

9 MERGE file to centre 
of text 

4.0 

Not Possible 

10 MERGE file to end of text 

3.8 

12.4 

11 MOVE 85-word paragraph 

under 

0.1 

6.8 

12 PROGRAM LOAD TIME 
DISC 

ROM 

12.9 

Instant 

14.6 

Not Available 


I AM STUNNED AT PROTEXT... KNOCKS POCKET WORDSTAR INTO A COCKED HAT" - AMTIX ISSUE 1 


MAXAM 

Now recognised as the industry standard assembler/monitor/editor. Used 
by all the leading software houses, computing magazines and widely used 
throughout industry. 

“This piece of software should be held up as an example of what can be 
done by programmers who care. It is brilliant.” 

ELECTRONICS & COMPUTING 
“MAXAM is a superb ROM which is recommended for all serious 
machine code programmers. It contains a powerful assembler and an 
excellent editor which is a joy to use.” 

COMPUTING WITH THE AMSTRAD 

“ARNOR are to be congratulated on a superb job ... definitely the 
best.” 

HOME COMPUTING WEEKLY 

“A product no serious Amstrad user can afford to be without.” 

YOUR COMPUTER 

Why make machine-code difficult? 

Why use anything less than MAXAM? 


ALL 

ENQS 

01-688 6223 


UTOPIA 

UTILITY SOFTWARE ON ROM - 
OVER 40 NEW COMMANDS 

By the author of Beebugsoft’s BBC Toolkit, 
UTOPIA is an indispensible tool for the 
Amstrad user. The ROM contains a library of 
over 40 powerful commands, all available 
instantly from BASIC, PROTEXT or MAXAM. 

ACCESS ARRAYS C CALL CAT COPY DEDIT 
DELETE DISCCOPY DISCTEST DUMP ERA FIND 
FINDA FNS FORMAT HELP HELPR INFO LIST LOAD 
MDUMP MEDIT MOVE PRINTOFF PRINTON REN 
REPLACE REPLACEA ROMOFF ROMON RUN SAVE 
SAVEA SPOOL SPOOLOFF STATUS TOKENS TYPE 
U VARS VERIFY VTEXT XROM 

Price ONLY £29.95 


PROTEXT and MAXAM are available on cassette, disc, rom and plug-in cartridge. 

CASSETTE AND DISC 

The inexpensive introduction to the Amor professional software. 

Cassette £19.95 Disc £26.95 

ROM 

For those people who already own a rom expansion box. Just plug in a rom and off you go. 
Arnor roms are compatible with all other rom boxes. 

EPROM £39.95 

PLUG IN CARTRIDGE (AD2) 

Complete Plug-in-and-go ROM cartridge containing either PROTEXT or MAXAM. NO ROM 
BOXES REQUIRED! In addition, the cartridge has a thorough connector for further 
peripherals and an extra socket for expanding the system with our own 4 way rom board. 
The AD2 cartridge plugs directly into the 464, 664 or 6128, fitting snugly into the expansion 
port. Fitting a PROTEXT cartridge means that as soon as you switch your Amstrad computer 
on, PROTEXT is instantly ready and waiting for you to use. 

Consider the price of our cartridge system. Just £10 onto the price of the rom software and 
no extra hardware required. Why pay twice as much to get started? 


AD2 cartridge (PROTEXT or MAXAM) 

with no extra hardware required.£49.95 

4 WAY ROM CARD (plugs into cartridge) ..£15.95 


remember ... ROM and cartridge software gives you a massive 40K text space!! 

Coming soon Mailmerge and Spelling Check programs for Protext users. 


Available from selected branches of 



WHSMITH 


and all good computer stockists, or directly 

(Specify machine model) 


From: ARNORLTD 
THE STUDIO 
LEDBURY PLACE 
CROYDON CR0 1ET 
01-688 6223 


24 HOUR CREDIT CARD HOTLINE- ACCESS/VISA 
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COMMS ON 1HE CHEAP 

Accoustic Modem from Circuit Holdings 


The ever growing number of 
bulletin boards and the contin¬ 
ued expansion of Services such 
as Micronet is a direct result of 
the expanding interest being 
shown in computer communic¬ 
ations. This is not surprising 
when one considers the huge 
range of interesting material 
being held on other people's 
computers just waiting to be 
pumped down the phone lines 
and pop up on your screen. 
However, many people people 
resist the temptation to join the 
hordes because of the expected 
cost. The hardware costs can be 
pretty daunting, after all you 
need not only a modem but an 
interface and software to boot, 
that could set you back nearly 
£150. Circuit Holdings may have 
come up with an answer. Their 
modem/interface/software 
package costs a mere £30 

Some of you may remember a 
company called Protek. Until 
early this year Protek marketed a 
cheap acoustic modem for the 
Spectrum, Commodore and — 
oddly enough — Amstrad. Sadly 
Protek went out of business 
leaving Circuit, the manufactur¬ 
ers of the hardware, with a cup¬ 
board full of the things. Being 
pretty sharp chaps Circuit com¬ 
missioned Honeysoft to write 
the software and they set out 
into the market place once 
again. 

Acoustic modems have no 
physical connection into the 
phone system, instead the 
phone's handset is stuffed into a 
pair of rubber sockets and com¬ 
munication effected by sound 
alone. The bonus, from the sup¬ 
plier's point of view is that such 
a modem easily qualifies for the 
green blob, the Telecom mark of 
approval. From the users' point 
of view they are not as tidy as a 
direct wired modem, upset by 
'outside' noise and they do rely 
on your phone fitting into the 
receptacles. If you have a very 
flash phone with triangular ear 
and mouth pieces then what you 
have got is a Problem. 


FITTING IT ALL 
TOGETHER 

The first trick is to make sure that 
the two sets of required batter¬ 
ies are installed and sufficient. 
Pushing the phone into place is 
easy enough, except that I put it 
in upside down. Fitting the inter¬ 
face to the back of Straddles is a 
sinch. I was surprised to see that 
not only did the interface bear 
the words. This way up' but it 
also had a location key. The next 
stage is to load the software. 

The opening menu offers five 
options; Prestel link, terminal, 
receive file, send file and exit. 
Selecting 'Prestel'takes you into 
another menu which offers Pres¬ 
tel in mode 0 or 1. Two other 
options facilitate page saving or 
loading. The final option simply 
returns you to the front menu. 
Prestel mode 0 permits the dis¬ 
play of eight colours together 
with double height and flashing 
characters. Mode one is the four 
colour mode but a further four 
colours are made available by a 
process called 'stippling' which 
simply means that two colours 
are blended together in dot form 
to produce another. Mode 1 
does not allow flashing charac¬ 
ters. Some Prestel pages have 
hidden characters for your 
added fun and delight. Pressing 
the COPY key toggles between 
'reveal' and 'hide'. For conven¬ 
ience the much used Prestel 
instructions, 'star' and 'hash', 
have been assigned to the 


Decimal Point and Enter keys. As 
each page is received from 
Prestel it's loaded into a buffer 
so you can flick between screen 
modes without losing the cur¬ 
rent page. The current page can 
be saved onto disk under a 
selected file name and later 
loaded back for viewing or print¬ 
ing. 

The Terminal Menu (second 
main option) offers some pre¬ 
defined configurations for Tele¬ 
com Gold, Easylink and Bulletin 
boards running at 1200/75 
baud; and user-defined param¬ 
eters are also allowed. A full 
range of parameters are provi¬ 
ded but not all of them can be 
used with the acoustic modem. 
For example, the baud rate 300/ 
300 is offered but only 1200/75 
and 1200/1200 baua can be 
handled by the modem. 

The software makes provision 
for the transfer of files, including 
ASCII formatted programs, over 
the phone line. Tne data istrans- 
fered using automatic repeat 
request. If any data is found to 
be corrupted then the receiving 
terminal asks for it to be sent 
again, and again. After five at¬ 
tempts it gives up. This is a 
reliable system and users 
should have few problems ex¬ 
cept when in a noisy environ¬ 
ment or using a very poor phone 
I i ne. Of cou rse it's a (ways a good 
idea to keep an eye on the bat¬ 
teries. The software supplied 
uses a series of RSX's which can 
be loaded and used in users' 
own programs. You could write 
a personalised file transfer pro¬ 
gram without any undue hard¬ 
ship and only a little imagina¬ 
tion. 

In a similar way, the interface 
unit can be used to drive other 
RS232 devices, such as printers, 
plotters or even directly conn¬ 


ected to another computer. The 
software and hardware are ex¬ 
haustively documented. The 
documentation supplied is on 
tape and must be read on screen 
or printed out. 

UNCOMPROMI¬ 
SING VALUE 

As a package the Circuit Prestel 
Link is very good value for 
money. Not only do you get a 
modem which lets you talk to 
everything bar the 300/300 clan, 
but you also get an interface that 
can be used for a variety of 
applications. Using the interface 
to drive a printer or simply tran¬ 
sfer files from one computer to 
another is made easy because 
you can use the software direct 
or 'pull' out the RSX's and use 
those on their own. The techn¬ 
ical documentation deals with 
every aspect of the hardware 
and software, but it is, however, 
a little difficult to follow. The 
general instructions, running to 
two A4 sheets, are clear and 
understandable. With regard to 
the performance of the modem 
itself I can find few faults. I do 
not like the display in mode 1 but 
mode 0 is fine, excepting that 
some of the characters are a 
little difficult to distinguish — 8 
and 0 for example. It would have 
been useful to have had a print 
function on the menu. The only 
way to obtain hard copy is to 
save the screen and afterwards 
load it back and dump it with a 
screen dump routine. However 
users will be able to upgrade the 
software supplied by adding a 
text dump function as well as the 
capacity to download tele-soft¬ 
ware. The interface is not com¬ 
patible with CP/M but that is 
unlikely to cause any great 
concern. 

Generally I dislike acoustic 
modems but not for any valid 
reason. They are functional and, 
so long as they are used in a 
quiet environment, reliable. If 
you fancy a dabble into the 
world of communication yoir 
should think long and hard be¬ 
fore paying out more than the 
asking price for this package. 

Jeremy Spencer 





























































































































































I You, The Law and Straddles 


There you are , snuggled up for the night in front Donning his curly wig and pince nez, JEREMY SPENCER 

peeks into the fun and games devised by 

of your beloved computer , confident thatfor the moment Eurocrats to protect us from none 

other than ourselves and our 

at least :, you and Straddles are safe from the ravages of the EEC. secret databases... 


You see sitting 
in some dark 
vault in Brussels 
is a document 
known as the Council of Europe Convention for 
the Protection of Individuals. The UK placed its 

C aw print on this document some time ago, 
ut it it is to abide by some of its rules then 
legislation will be necessary. On the 12th of 
July 1984 the Data Protection Act (hereinafter 
referred to as the Act) shuffled its way onto 
the statute books. 

The Act was designed to set up the neces¬ 
sary machinery to afford individuals some 
legal rights with respect to automatically 
processed information. In the belief that 
many Amstrad users may keep some sort of 
electronic database, either for private or 
professional use, it seems like a good idea to 
give some pointers as to how tne Act may 
affect you. 


Act I Scene I 


records on his home computer. 

Another common home computer applic¬ 
ation is the keeping of records for clubs or 
societies. That use is not exempt from regis¬ 
tration under the above provision either. 
Instead that sort of application is Condition¬ 
ally Exempt, this area of the Act is a real 
bundle ot laughs. 

There are four areas of Conditional 
Exemption: 

1. Where data used relates to the calculation 
of payment or pensions in respect of 
employment. 

2. Keeping accounts of financial dealings for 
the purpose of ensuring that payments and 
receipts are recorded. That information can 
also be used for producing management 
forecasts for use in the business or activity. 

3. Data held by unincorporated members' 
clubs and relating only to club members. 

4. Data held for the distribution of articles or 
information to the Data Subjects but consist¬ 
ing only of their names and addresses and 
other information necessary for the distrib¬ 
ution. 



It would be as well to define what the Act has 
in mind when it refers to Personal Data. It 
defines such information as that Relating to 
living individuals , including expressions of 
opinion but excluding any indication of the 
intention of the Data User. It does not apply to 
information kept on companies or associa¬ 
tions. The Act lovingly refers to individuals as 
Data Subjects. 

The general attitude of the Act is that 
everybody who uses a computer, or some 
electronic means, to manipulate Personal 
Data should register. Panic. Well the idea is 
that it is better to register even if there's no 
need rather than risk having your Amstrad 
sent to jail. However there are a number of 
exceptions the most important one being: 
Personal data held by an individual 'concern¬ 
ed only with the management of his personal, 
family or household affairs or held by him for 
recreational purposes'. That provision excl¬ 
udes the few occasions where a private ind¬ 
ividual might maintain a database. An exam¬ 
ple woula be using a computer to keep an 
address book. However, it does not exclude 
the likes of a teacher who might keep pupils' 


Well that would seem to relieve quite a few 
from the pains of registration but before you 
breath a sigh of relief there are a few catches. 
These Conditional Exemptions apply so long 
as the data is used as described above. In the 
case of the payroll you must not disclose that 
information except in limited circumstances, 
such as for the purpose of an audit or for 
research into occupational diseases. If the 
information is to be used for purposes other 
than those allowed by the act, then registr¬ 
ation will be required. Points 3 and 4 are 
tempered by what seems to be a catch-all 
requirement. That is that those applications 
are only exempt if the Data Subjects have 
been asked if they object to their being on 
your data base. If any of the Data Subjects do 
object then you must register. That reauire- 
ment is going to cause quite a few problems. 
Take as an example the list of subscribers 
held on our computer. That data base is 
exempt under point 4 but only if we inform 
all of the subscribers and do not receive any 
objections. A club or society faces a similar 
restriction. In most cases a simpler course of 
action would be to register. 
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What is it all going to do? 

To be honest the Act tends to be very vague, 
which may explain the Registrar's preference 
for people registering even if there is some 
reason why they may not have to. What really 
counts will be the rights that such an act 
bestows on individuals but even that area is 
poorly defined. In a nutshell, the Act lays 
down that an individual has the right to ask 
for Data Users to confirm that he is a Data 
Subject on that User's database, and if so 
then the Data Subject can ask for a copy of 
the Personal Data. The Act also bestows on 
an individual the right to seek compensation 
if a Data Subject suffers as a result the dis¬ 
closure of the data without his authority or if 
the data is inaccurate. A court can also order 
correction or erasure of offending data. 

There are a great many restrictions on the 
range of data that an individual can demand 
to see. For example data used for the detec¬ 
tion of crime is exempt from subject access, 
but only so long as the disclosure of said data 
could reasonably be said to hinder the 
purpose for which it is kept. Another 
problem area concerns exactly what type of 
data falls under the scope of the Act. 
Companies keeping credit references could 
claim that a reference was an indication of 
that company's intention, ie to trade with a 
person or not to, rather than a fact on an 
individual. Facts or opinions must be disclos¬ 
ed to the Data Subject while the intention of 
a Data User need not be. So far it seems that 
the Act will treat such credit information as 
disclosable, any other course of action 
would render the act next to useless. Finally, 
the Act does not award any rights or oblig¬ 
ations with respect to data that never gets 
near a computer. You never know, that may 
even lead to a reduction in the work done by 
computers. 

The Data Protection Act is going to need a lot 
of fine tuning from the courts before the 
rights and obligations imposed by it are fully 
understood. In two years time I suspect that 
it will be used a great deal especially when 
you considerthat individuals will, forthe first 
time, have the right to inspect their own 
medical and educational records — so long 
as they are kept on a computer. 


Footnote 

For those who need to register you have until 
May 11 1986 to do so. If you need further 
information then ask at your nearest Post 
Office for the Data Protection Registration 
Pack or consult the Data Protection Registrar, 
Springfield House, Water Lane, Wilmslow, 
Cheshire. Phone 0625 535777 
As yet Data Subjects do not have the right 
to inspection. This will come into force in 
two years time. However if you do suffer 
damage because data concerning you has 
been misused then you can seek redress in 
the courts, that right has existed since Sept¬ 
ember 1984. 


AMTIX January 1986 79 









































































































































































EASY WRITER 


Interceptor Micros, £9.99 
cass 

The Amstrad is popularly per¬ 
ceived as a low end of the 
market business machine so it's 
only logical that it should occas¬ 
ionally receive low end of the 
market software. Easy Writer is 
such a product aimed at home 
users not requiring an all- 
encompassing word processor. 
What Easy Writer does provide 
is a simplistic editor for the 
creation of short pieces of text. 

The editor works in mode 2 
with a default white upon black 
text display. As far as I could tell, 
there was absolutely no way of 
changing the screen mode or 
colour settings. Those of you 
who own colour monitors may 
find the headaches start to creep 
in after a couple of hours use. 

After watching the pretty load¬ 
ing screen take five minutes to 
load in, the main program itself 
loaded in about half the time. 
You are then asked to set the left 
and right margin defaults. For 
some reason, once the margins 
are set, they can't be changed 
unless you are willing to destroy 
any text in memory. To reset 
margins you type CTRL and R 
simultaneously. 

No automatic insert mode is 
provided and you have to man¬ 
ually insert any characters. This 
can be extremely awkward since 
you need to know how many 
letters have to be inserted 
before touching the insert key. 
Normally the program works in 
overwrite mode, so anything 
typed will write over and destroy 
any text already there. Once the 
rest of the text has been insert¬ 
ed, it usually unformats itself, 
causing words to straddle 
across the ends of lines. A re¬ 
format paragraph function is 
provided for just such an occur¬ 
rence, though it's not really an 
elegant solution. The delete 
function doesn't really work as 
expected either. If there is a 
return on the previous line and 
you try to delete it you find your¬ 
self deleting a line full of spaces, 
slowly working your way back to 
the return symbol. 

Full tab functions are provid¬ 
ed, both setting and resetting to 
any place within the editing 
area. Save and load only work 
with cassette — if you've got a 
disk drive Easy Writer doesn't 
want to know. Unlike rival prod¬ 
uct Tasword, there is also no fac¬ 
ility at all for the user to upgrade 
the program to disk. Since quite 
a few users own disk drives, it 
would have been logical to have 
included such an option instead 
of forcing disk users back to 
slow down to the speed of cas¬ 
sette recorders. On loading, all 
text previously stored in mem- j 
ory is deleted, so there's no way 
of merging files from within the 
program. 


When it comes to printing 
vour letter, you have a choice 
between continuous and single 
sheet paper. There's no docum¬ 
ented way to send control codes 
to the printer, which is quite an 
oversight to those wanting diff¬ 
erent styles of text in one doc¬ 
ument. 

There are one or two compet¬ 
itors to Easy Writer at this end of 
the market and it isn't one of the 
worst by any means, but get 
what you pay for, and I think 
doubling the money to get the 
excellent Tasword is worth it. 
asy Writer is not excellent. To 
use it is awkward and its scope is 
very limited indeed. It's more of 
a word mincer than processor. 
On the other hand, it presents 
quite good value for money if 
you have few serious demands 
of it. 

Gary Liddon 


MUSIC MAESTRO 


Kuma, £9.95 cass 
Author: S Jones & P 
Midcalf 


Music Maestro is a program 
which turns your Amstrad into a 
reasonably respectable music 
tool. By carefuj manipulation of 
the sound chip, the program 
offers the user the ability to 
enter a single line tune that can 
span up to three octaves, define 
note lengths and accompany the 
tune with a drum pattern of 
either your own making or one 
of the preset patterns. It can pro¬ 
vide arpeggio (broken chord) 
accompaniment and fill out 
even the simplest tune. In short, 
it does most of what a small 
single keyboard instrument 
does. For the beginner, there is a 
quick and well worked out 
example in the instruction book¬ 
let, although I would have wel¬ 
comed a software driven dem¬ 
onstration tune as well as one on 
paper. The maximum number of 
notes that can be stored in any 
one tunes is a generous 2000 
and a library of tunes can be 
stored on tape or disk and 
brought out to impress friends 
or relatives. 

Most of the commands are 
input from the keyboard which 
saves a lot of time and messing 
about. Notes have to be entered 


as the note name plus its length. 
The cursor runs over a list of 
note names and lengths and you 
select what you want. Rests and 
chords are similarly entered. 
One or two niggles here. You 
cannot enter notes or rests of 
over four beats or under half a 
beat in length. It would have 
been a simple matter to include 
this. It also becomes apparent 
that if you fail to enter a chord at 
the right place, there is no way of 
editing it back in. 

The Edit feature enables you 
to skip through the notes you 
have entered and point the 
cursor at the erring bum note, 
painlessly remove it and insert 
the correct one. You can also in¬ 
sert notes with ease. However, 
the Edit replay mode does not 
acknowledge note lengths or 
rests. This could cause prob¬ 
lems if your tune contains rests 
or if you aren't sure about note 
lengths. I would have liked to 
have seen a copy function as 
well, as generating loops of 
notes is great fun. 

The actual sound created can 
be altered by keying in 6 from 
the keypad. This changes the 
tone to your liking. The selection 
of sounds on offer is a bit limited 
and a wider option to poke 
around in the sound chip would 
have been preferred. The drums 
that can be added are either 
high, medium or low in pitch 


and to be honest, they could 
have been a bit more compress¬ 
ed in sound. Although the patt¬ 
erns and versatility of the pro¬ 
gram are good, the net sound is 
a little wayward. The arpeggio 
accompaniment is generous in 
that it gives you eight patterns, 
each one having four variations, 
making a total of thirty two poss¬ 
ible accompaniments. This is 
good but the overall effect is 
marred by the fact that the prog¬ 
ram has chosen to voice the 
arpeggios so that they clash 
with the melody line. Perhaps a 
volume control for the arpeg¬ 
gios would be the answer here, 
as whatever pattern or octave I 
chose, they still swamped the 
tune. There are many books on 
the market that consist of simple 
tunes laid out as single line tune 
plus chord symbols. These 
would be a useful addition to the 
program. Perhaps even a few 
could have been included in the 
instructions as well as some alt¬ 
ernate drum patterns to try out. 

Overall, this is an interesting 
program, if a little frustratingly 
executed. Input of notes is a little 
slow and I suspect the quality of 
sound could become irritating 
after a while. Full marks for var¬ 
iety and if you want a program¬ 
mable, non-performance key¬ 
board, then try it. 

Jon Bates 
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We thought it was 
about time we put you 


in the picture. 


When we introduced our AMX Mouse to micro-users, 
the response was phenomenal. 

And no wonder! 

Hailed by the press as ‘probably the best input device 
that has arrived recently’, the AMX Mouse brings to 
AMSTRAD CPC users, the same sophisticated, positive 
control that has, until now, been the province of more 
expensive computers - like the Macintosh. 

The fantastic AMX Mouse Package opens up an 
entirely new and exciting world to AMSTRAD users and 
comes complete with Mouse, its own interface and these 
fabulous programs. 

AMX ART 

This computer aided, drawing program has to be 
seen to be believed. Making full use of on-screen 
windows, icons, pull-down menus and pointers, you’ll 
be simply astonished at the quality of work you can 
produce, store and print. There is even a pattern 
design program which gives you an unlimited 
number of designs for use in your own 
drawings. 

It’s a program that can give hours of 
family fun and at the same time is ideal for serious 
professional applications. 

AMX CONTROL 

Now you can create a ‘Mouse’ environment in your 
own programs, AMX Control adds extra commands to 
normal Basic and features two programs. 

1. The machine code program to extend the Basic 
interpreter which gives you full use of windows, icons 
and pointers. 

2. An Icon designer, an individual program for creating 
and storing icons for use in your own programs. The 
number and variety of icons you can create is limited 
only by your needs and imagination. 
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This fabulous AMX Mouse Package costs only 
£69.95, a price as remarkable as the package itself and it 
includes a fully illustrated operating manual. 

The software is supplied on cassette, and 3" Disc. 
The AMX Mouse Package is compatible with Amstrad 
CPC 464, CPC 664 and CPC 6128. 

Ordering couldn’t be easier. 

This superb package is available from all good 
computer dealers or direct using the freepost order form 
below. 

So what are you waiting for? 

Get into the picture now! 
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PLEASE RUSH ME POST FREE. 


AMX MOUSE AMSTRAD PACKAGED 
AT £69.95 EACH INCL. VAT AND P & P. 

I ENCLOSE CHEQUE/POSTAL ORDER FOR £_ 
OR DEBIT MY I I ACCESS IS 

(TICK AS APPROPRIATE) I I VISA 


.(Quantity) 


CARD NO. 
EXPIRY DATE 

SIGNATURE 
NAME. 


(BLOCK CAPITALS PLEASE) 

ADDRESS _ 


POSTCODE. 


S FOR INSTANT ACCESS OR VISA ORDERS RING (0925) 602959/602690 


IMAGINATION AT YOUR FINGERTIPS 
SEND TO: ADVANCED MEMORY SYSTEMS LIMITED, 
FREEPOST, WARRINGTON WA41BR.. 






























































































Yie Ar KUNG-FU 


Imagine, £8.95 cass 


Imagine have come to the 
rescue for those of us who 
spend our time waiting for the 
Kung Fu arcade machine to be 
vacated. Yie Ar KUNG-FU is the 
Amstrad version of one of the 
most popular arcade games lic¬ 
ensed from the Japanese com¬ 
pany, Konami. Similar to Mel¬ 
bourne House's Way Of The 
Exploding Fist this is a martial 
arts combat game. You will be 
expected to battle it out against 
some of the nastiest chaps ever 
to venture from Japan's shores. 

Your baggy trousered chap 
makes his appearance against 
the same background that the 
arcade version boasts, except 
that the waterfall is motionless. 
Even before you can catch your 
breath your first opponent 
comes flying into view. You 
don't even have time to enjoy 
any of the pleasantries found in 
other combat games — your 
opponent won't pause for any of 
that bowing and scraping rubb¬ 
ish, instead he will just set about 
you, kicking punching and gen¬ 
erally being very unfriendly. 
Since this is combat there are no 
judges, the winner is the chap 
who can limp away leaving his 
victim wriggling on the floor. 
The top centre of the screen 
shows the knock out meter: 
every time you land a blow on 
your opponent his bar will decr¬ 
ease. The amount it decreases 
depends on the severity of the 
blow you land. The blows them¬ 
selves are registered by a quick 
flash appearing on the part of 
the victim's anatomy which will 
later bear a bruise. 

Your man's actions are con¬ 
trolled either via the keyboard or 
joystick. The Amstrad version 
offers ten modes of attack and a 
further six movement options, 
giving sixteen different moves 
which must be controlled by 
using all eight points on a joy¬ 
stick combined with the fire 
button to obtain a further eight. 
The keyboard can be defined to 
taste but otherwise it is set up to 
use the numeric keypad with 
zero as fire. The attacking moves 
include the more recognisable 
forms of attack plus a few novel 
ones. Each movement varies in 
the damage it does to the victim 
and the number of points it 
gains for the player. A flying kick 
scores 2000 points while a roun¬ 
dhouse kick and leg sweep only 
scores 500. The more unusual 
forms of attack, like the stride 
punch or the ground kick will 
add 1500 points to your score. 

To complete the game, you 
must defeat all of the oppon¬ 
ents. If any one of them defeats 
you, then you lose one of your 
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four lives and must fight that 
bout again. In all you must fight 
your way past eight foes, one 
less than the arcade version. The 
first chap, Buchu, is a big beefy 
bloke who likes flying a lot. The 
only thing decent about this 
man is that he confines himself 
to using his bare hands. The 
next fighter has a considerable 
advantage over you since he 
throws fighting stars when he is 
out of reach of your flailing 
limbs. If you fail to avoid them, 
either by ducking or jumping, 
they deliver some nasty blows. 
The third opponent uses those 
nasty sticks joined by a short 
chain, nunchkas. If you survive 
him you will have to face being 
attacked with a pole, a club and a 
sword. The final two rounds 
come under the headings Ton- 
fun and Blues. You can discover 
those for yourself. 

The layout of the screen faith¬ 
fully follows the style of the 
arcade game. The top of the 
screen displays the number of 
lives that you have remaining 
and the points you have scored 
so far. The current high score is 
also shown. Once a game is over 
you have to enter your name on 
the high score table in true 
arcade style. The two player 


option does not allow two peo¬ 
ple to compete but instead 


°l 

pie to compete but instead 
offers the same option found on 
an arcade machine, that is two 
people taking it in turns to take 
on the computer. 


CRITICISM 


►1 


Imagine don't have many 
Amstrad games under 
their belt but nothing 
they have ever done compares 
to this. The graphics are superb 
and the fighting action the best I 
have seen. The movement of 
the warriors is great. I love the 
way the vanquished chap ends 
up on the floor, legs waving in 
the air. As far as I am concerned 
the people who converted this 
to the Amstrad have done a first 
class job: they have set a stan¬ 
dard by which I will judge other 
games. 


Yie Ar KUNG-FU is the 
game I would have 
chosen instead of The 
Way Of The Exploding Fist. It is 
altogether much more challeng¬ 
ing and playable. The levels of 
enemy area lot more difficult to 
defeat and the different charac¬ 
ters and weapons add a lot of 


1 UP 

0021800 


OOL 


HI-SCORE 

11033530 
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depth to the game. I thought the 
idea of showing the area ol 
impact with a flash worked very 
well, after all it's possible to 
damage your opponent by 
stamping on his hand and it's 
nice to be able to see that you 
have stamped on his hand! The 
music was not remarkable but it 
complemented the game. The 
sound effects were very good 
indeed — the chap swirling the 
sticks was made all the more 
frightening by the accompany¬ 
ing sound. My only regret was 
that Imagine have stuck so 
closely to the arcade version 
that the two player option does 
not allow you to take on another 
human: instead it only allows 
two players to take on the com- 

C uter in turns. This program has 
een done so well that the rest of 
the industry will have to look 
hard and long at the quality of 
their conversions. We are begin¬ 
ning to see what can be done on 
a Amstrad. 

































































































































































This is a superb game to 
play and has been beauti¬ 
fully converted to the 
Amstrad. The graphics are dean 
and well animated. The oriental 
background ‘musak' is none too 
imaginative, but the sound eff¬ 
ects are good and give a ' feel' 
when you kick someone or get 
hit by a chain, pole or any of the 
nasty little weapons employed 
by the Japanese knuckle-drag- 
gers. After only a few minutes 
you will become 'Oolong ' tot¬ 
ally dedicated to your task, 
pausina only for the odd bowl of 
rice to keep your 'Ho' up. 

Presentation 75% 

The provision of the key define 
option was a necessary 
inclusion, we didn't get to see 
the inlay but it's bound to be 
neat 


Graphics 96% 

State of the art for the Amstrad, 
big colourful and smooth. 

Sound 87% 

The music was good but the 
sound effects are better 

Playability 93% 

It may take a little while to get 
the hang of the moves but once 
mastered they are dynamite 

Addictive qualities 95% 

No self respecting arcade player 
could leave it alone 

Value For Money 90% 

Another game at the artificially 
high price but at least this is 
worth it. 


Overall 96% 

Your Straddles would hate you if 
you passed it by 
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L ife here at AMTIX! Towers does have 
its frustrations. Apart from the storage 
heaters, which defy Franco Frey's 
technical wizardry and simply refuse 
to do anything other than act as racks 
for piles of magazines, we have to 
cope with the psychological ailment 
termed as 'excessive protracted 
stimulation due to belated 
appearance of exciting games'. It may 
seem greedy that despite the number 
of excellent games we have been able 
to review for this issue, that we should 
want yet more. Unfortunately our 
reviewers' games huge appetite is 
never satisfied so as soon as they hear 
of an interesting new title they start to 
go up the wall, rising higher aay by 
day uqtil said title turns up. This 
causes quite a few problems, not least 
being muddy footprints all over the 
wall paper. To give you an opportunity 
of experiencing this frustration for 
yourself l thought it might be a good 
idea to mention four games which seem promising and that 
should he available in time for the festive bit of the year. Of 
course it would have been nice to have reviewed the games 
but due to any number of reasons extracted from 'The 


84 AMTIX January 1986 


SlS’n’ffE S! TC ion . ot Fr ? nkie Goes 10 Hollywood on which the Amstrad 
™ ls tlasei1 - Your big chance to pile up pleasure points and become a real 


computer? 1 * views ,ram insille a Zoil1 s lieai1 ’ Can you 9e * v#ur n,ilMl raund i,s 














































































































































































One game which has been causing more than its fair 
share of mental anguish is Martech's Z old s:The Battle 
Begins. The game originated a few months ago when a nice 
chap, who uses the name David Martin on his passport, went 
to France. It was there that he first met the monsters made by 
Tonty —the dreaded Zoids. David was so impressed by these 
DIY robotic creatures that he bought some for his children, 
except they never got to play with them, instead David, under 
the pretence of needing them for research, was playing with 
the idea of basing a game on them. The game has been 
designed by the Electronic Pencil Company. 

They set out from the beginning to produce an original 
entertainment involving elements of strategy, adventure and 
arcade action. Rather than the player simply controlling a 
Zoid, as one would a car or tank, you must co-exist with the 
mechanical animal in a symbiotic relationship. As you trudge 
around the planet in search of Zoidzilla's bits and pieces you 
learn to interpret the environment through the Zoid's own 
sensory equipment. You are on the good team, the blue 
Zoids, doing battle with the evil Red Zoids, a truly nasty bunch 


superb music we have yet heard on Straddles and, what's 
more, it plays all the way through the game. The music is 
necessary to calm your nerves since the game is a very 
demanding arcade adventure with lots of very nasty and 
cunning traps for you to guide the first ever multi-coloured 
Monty through. Monty on the Bun will be on sale by the 
beginning ofDecember for £8.95 on tape and £12.95 on disk. 

Earlier on in the month Mirrorsoft sent me the best excuse 
to don the old leather helmet and goggles I have had in a long 
while. Spitfireisa realistic simulation of a legendary 
aircraft. Excited wasn't the word. There I was settled in the 
cockpit with the flaps down, brakes on and waiting for the 
green flare. Then, out of the blue came the bad news, this 
version had no bandits. After a quick sortie over the fields of 
Kent I climbed sorrowfully down from the cockpit with no 
hope of getting my DSO this issue. But judging by what I had 
seen this is a game for which the flying cnaps are bound to be 
scrambling. The cockpit interior is excellent but once 
airborne you are bound to spend most of your time in the 
other screen mode, the exterior view, keeping your eyes 
peeled for the enemy. Don't worry if you have never flown 
before the Spitfire is a very forgiving aircraft and Mirrorsoft 
are including some valuable tips on flying and air-to-air 
combat in particular. The training course and opportunity for 
heroism costs £9.95 on cassette and £12.95 on disk. 

The final game which I have been waiting for with baited 
breath is Ocean's Frankie Goes To Hollywood. When 
the game was released on the Spectrum and Commodore it 
was striking for the original approach the game designers, 
Denton Designs, had adopted. In short the object is to 
explore the game scoring points to achieve the status of real 
personage. You begin the game as an ordinary boring person 
living in tverydaysville ana the transition is made by sampling 
the delights, and the consequences, of the modern world's 
temptations. If you survive the experience and qualify you 
will be allowed to enter the Pleasure Dome and seek ultimate 
fulfillment. Frankie is such a deep game full of sub-games, 
puzzles and problems that you may be lucky if you ever get 
out of it. The pleasure hunters among you would be well 
advised to look out for this when it's released. 

Of course by the time the next issue comes along we will 
have reviewed these games but, no doubt, still be suffering 
from that dreadful mental state as we wait in suspense for the 
next batch. Never mind, by then the storage heaters might be 
working ... PLEASE. 

JEREMY (Give me back my Zoid) S P E N C E R 
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Monty Mole looking more splended than ever in his flash new coat. The first 
Amstrad game to actually hum to you whilst you play. 


The interior view of a Spitfire. Can Mirrorsoft make you the most dangerous 
ace since Biggies went North-North-West? 
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PLA YING WITH 
GRANDFA THER'S 
ABACUS 
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FEW software houses have encountered the success 
that GARGOYLE GAMES has enjoyed and remained in 
the background of the industry. It's not that the 
people behind the company are so secretive, just that 
they feel their market isn't interested in them 
personally because they aren't teenage wizzkids. So 
ROBIN CANDY and ROGER KEAN hitched a ride up the 
M5 to investigate the creators of such computer 
heroes as Cuchulainn the Great and more recently 
Commander John Kepler Marsh, GREG FOLLIS, ROY 
CARTER and TED HEATHCOTE. 


The Gargoyle Games triad, left to right: Greg Follis, Ted 
Heathcote and Royston Carter. 
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We invented this new depar¬ 
tment called New Products- 
Research and * Development,' 
continues Greg, 'The manage¬ 
ment said, ”What a great idea! 
You can make up new prod¬ 
ucts”, which of course we never 
did. We actually got our own 
office, / suspect simply because 
we had a lot of fun and made a 
lot of noise which never actually 
stopped us with the work we 
were doing, but stopped every¬ 
body else working. But we had 
an awful lot of fun, more fun 
than we have now. We did 
eventually write some very 
good programs for them in the 
end, one of which was fairly 
important, which they've just 
started selling, something that 


and book advertising. Feeling 
that they could duplicate the 
standard of software presently 
on the market without any mas¬ 
sive financial (or time) commit¬ 
ment of any sort they dived 
straight in at the deep end with 
their first game Ad Astra. 

'The thing that actually attrac¬ 
ted us to games was that it was a 
method to make money that we 
could afford,' says Greg. 'We 
both have mortgages and com¬ 
mitments that you can't throw 
away. We couldn't have done it 
any other way because we sim¬ 
ply didn't have the backing. We 
had been involved in business, 
though, and knew some of the 
pitfalls. At the time we were still 
working in the New Products 



Foil is and Carter in playful mood — the guns are for sniping 
passing security guards. 


King Street, Dudley is unprepos¬ 
sessing and busy. Far from 
being some gilded cathedral to 
computer art, complete with 
gruesome figurines attached to 
the high corners, the head¬ 
quarters of Gargoyle Games is 
on the third floor of a modest, 
four-floor brick and concrete 
office block with an insurance 
company just below it and the 
smell of disinfectant haunting 
the cold stairways. The space 
consists of an office for Ted, who 
does the selling, a writing room 
for Greg and Roy, and a stock 
room with some games and 
boxes of toys. The toys are 
important. 

The computer industry has 
always been associated with 
wizzkids who discovered com¬ 
puters overnight and made a 
fortune but Gargoyle Games' 
graduation into the home 
computer market has been a 
different pan of chips altogether. 
It all started about seventeen 
years aao in a computer res¬ 
earch department where Roy- 
ston (his full name, though Roy 
will do) and Greg worked for a 
large services bureau. This 
entailed them working at the 
larger end of the computer 
market and gradually through¬ 
out the years they've come 
down in machine size, though 
Greg admits that the mini com¬ 
puters they worked on weren't 
necessarily more powerful than 
the home micros today. 

'The first one / started on,' he 
says, 'had the same power as an 
Amstrad and wouldn't have fit in 
this room, it was an 8K machine, 
an I CL 1901. It was very slow. 
We used to play Grandfather's 
Abacus on it. That's how it all 
started, / suppose,' he adds, 
referring to games. 

'No you were hatched,' quips 
Roy disproving the myth that 
Greg is the only one with an 
operative larynx. In fact listening 
to these two is like watching two 
stand-up comedians. 

7 started on computers at a 
company called Hewitts,' con¬ 
tinues an unperturbed Greg 
Fo/lis. T was employed by them 
as a programmer in the central 
computer. / worked as a prog¬ 
rammer for a few years until 
they decided my talents might 
be more usefully employed in 
analysis. / asked "What's the 
money like?” They said, "It's 
better ," so / said, "I'm an 
analyst'”. Greg's new job 
brought him more into contact 
with Roy. 'When we started, we 
didn 't like each other very much, 

/ can't remember why — well / 
can, lean remember exactly... ' 

It was nothing to do with you 
at all,' snaps back Roy. 

'You didn't like me! 

'That's right, and you didn't 
like me!' 

Having established this hate 
relationship, they ended up 
getting together over a com¬ 
puter program and decided 
what everyone knew all along — 
they liked each other, and 
because they had a lot of fun 
working on the program they 
decided that if they could be in 
the same department it would 
mean that they could have a lot 
more fun. So they developed a 
brill ant scheme. 


we felt should have been sold 
three or four years ago.' 

They had been working for the 
company for around 15 years 
when press rumours that teen¬ 
age 'programmers' were 
earning fortunes prodded their 
own feelings about getting on 
and prompted them to turn their 
attention to games outside daily 
business work. At this point Ted 
Heathcote, long term friend of 
Greg's, was roped in to sell 
games for the envisaged firm 


Department, so Ad Astra was 
developed in our spare time. 
Consequently it took nine 
months to develop which was 
an appalingly long time. We 
could put Ad Astra together in a 
few weeks nowadays.' 

Ad Astra only appeared on the 
Spectrum, and the fledgling 
magazine, CRASH, was mildly 
surprised to find a young, prom¬ 
ising software house so near to 
home. The game rated 80% with 
particular recognition of the 



Graphics, which at the time, 
were stunning. As soon as Ad 
Astra was released work on Tir 
Na Nog began. Contrary to 
popular belief, Tir Na Nog's 
origins do not lie in Fighting 
Fantasy. 

'One day after releasing Ad 
Astra / wrote this routine which 
showed a character walking in a 
scrolling background, Roy re¬ 
calls. Greg thought it 'looked 
nice', so then they looked 
around for a scenario which 
fitted the character. 

'Eventually we found Cuchu- 
lainn and so Tir Na Nog was 
born.' 

With the exception of Ad 
Astra, all of Gargoyle's games 
have carefully worked out plots 
which lend an almost unique 
atmosphere to the game. It is 
this atmosphere and the intri¬ 
cate problems that make games 
like Mars port classics. 

'The apparent literary content 
of our storylines comes about 
simply because we enjoy read¬ 
ing stories,' Greg says modestly. 
'We make stories that we enjoy. 
We make stories that seem to be 
the tip of the iceberg, so you 
always have the impression that 
there was a lot more going on 
that you didn't know about, and 
the resultant effect is that you 
are completing the story as you 
complete the game, something 
like a movie where the outcome 
is up to you. That is what we're 
aiming for, a true computer 
movie that is realistic. And we 
like to think that we achieve that 
in our games. / think a lot of 
adventure type stuff needs a 
story behind it, and fantasy 
material like Lord of the Rings, 
can provide an ethos to build 
problems and work out a taxing 
game.' 

Greg and Roy work closely 
together. 'We get an idea for a 
scenario and then make up the 
problems as we go along, two 
thirds of the game's ideas are 
my creation the rest come 
mainly from Royston. Our next 
game Sweevo's World, how¬ 
ever, is aimed more at the arc¬ 
ade market but it still fits into the 
MarsporttSiege of Earth trilogy, 
scenario. The game is intended 
to a bit of fun. If people play it 
and say "that was fun” then the 
game has achieved the purpose 
for which it was designed. The 
industry is far too serious now. It 
needs more fun injected into it, 
after all it is an entertainment 
industry.' 

On the thorny subject of pir¬ 
acy Gargoyle Games have been 
almost alone in preferring to 
concentrate on perfecting a 
program rather than spend the 
time developing protection rou¬ 
tines for it. Roy is quite forceful 
on this point, especially when it 
comes to discussing how many 
potential sales are lost through 
illegal copying. 7 would suggest 
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that we lose 50% of potential 
sales on every game not 
through piracy but by not 
having adequate PR. That's a 
fairly reasonable figure. Protec¬ 
tion routines are obviously dir¬ 
ected towards the odd few 
hackers that are around, but 
who cares if they know what 
your code is? / can't see that it is 
that important if someone 
knows what your code is. There 
is no way of stopping tape-to- 
tape copying.' 

After Sweevo's World Gar¬ 
goyle intend returning to the 
more serious game with the 
second installment in the Siege 
of Earth trilogy, Fornax. The 
format for this will be totally 
different from anything that 
Gargoyle have done before. 
Although there will be still be 
various problems which have to 
be overcome to complete the 
game, the presentation will be 
radically different. Greg sugg¬ 
ests that Fornax will probably 
end up as a mixed media game, 
perhaps using icons and/or 
sentence input using semantic 
analysis of sentences rather 
than syntactic — this will be 
quite new. Before starting Gar¬ 
goyle they had been sent on 
artificial intelligence courses 
where they learned certain ele¬ 
ments of At which Greg and Roy 
now hope to incorporate into 
later games to form what Greg 
calls a sort of cross between Du n 
Darach and 'Crossroads'. But 
whatever turns up in Fornax you 
can be sure that it will have 
plenty of animation and beauti¬ 
ful graphics along with intricate 
puzzles. Fornax should turn out 
to be innovative while still being 
fun, the ingredients Gargoyle 
feel are necessary to make a hit 
game. 

'There's a lot of new ideas 
about at the moment,' says 
Greg. 'It's very difficult, but you 
have to constantly learn from 
previous hits released by other 
software houses. / would be 
quite happy to turn out Dun 
Darachs but there's a market out 
there and say 50% of it is buying 
Daley Thompson's Decathlon so 
you've got to go with the market 
trend. We have plenty of ideas 
which we know we could deve¬ 
lop but time isn't on our side. 
We've got to release a game 
every few months in order to 
live. If we had six months to 
develop a game we could turn 
out something at the end of that 
time that would demolish the 
competition but we've all got 
mortgages to pay. In order to 
translate our ideas into software 
form we would probably need 
an Amhtrad 6349! 

'Before we can develop true 
mega games we have to ex¬ 
pand, to employ a few people to 
take away the things that take up 
so much of our time — a person 
to answer the phones would be 
a real boon as would someone 
to write some of the less com¬ 
plex but time-consuming rout¬ 
ines in our games. There is also 
the possibility of us stopping the 
manufacturing side and becom¬ 
ing a development house simi¬ 
lar to Denton Designs,' he says 
looking wistfully at Roy and Ted. 
'That isn't a bad idea, it would 
take out the task of PR straight 
away.' 



The wicked glint in Greg Follis' eye tells you where those 
puzzles come from. 



'Tell him about the football boot , Greg.' 



Mention of Denton Designs 
leads us to talk about the old 
Imagine and the state of the 
post-boom industry. Gargoyle 
entered the games industry 
shortly before the crash of 
Imagine but even though doom 
and gloom is spouted by the 
media they believe computer 
games are here to stay. 

7 Don't think that computer 
games are a fad, they're an 
industry,' Roy claims. 'It's like 
TVs and videos are not a fad, it is 
all encompassed by the electr¬ 
onic entertainment industry and 
will always be maintained. Eve¬ 
ntually News field may not pub¬ 
lish magazines but someone 
will. The industry may change, 
for example video shops may 
become laser holograph lend¬ 
ers, the medium will change but 
the concept of electronic enter¬ 
tainment will continue because 
it's big business and you can be 
sure that we will be helping it 
along.' 

To relieve the tension of pro¬ 
gramming and planning ahead, 
the backroom of the office is 
dedicated to toys. The remnants 
of their programming days with 
Hewitts litter the floor in boxes 
of varying sizes, guns of differ¬ 
ing calibre wait to be fired once 
in a while at passing security 
guards. 

'We used to have terrific fun 
with these,' Greg laughs, hold¬ 
ing up a tatty football boot. 

'Tell them about the football 
boot, Greg,' Roy prompts. Greg 
glances at it as though surprised 
to see it in his hand. 

'Ah, the football boots. A 
professor friend of ours sent us a 
pair of football boots (don't 
know why), which we promptly 
sent back. He then gave us a load 
of dues as to their whereabouts 
which eventually led to us going 
to Ibiza to dig up a football boot. 
We will have to hide this one and 
give him a set of dues to find it 
again.' 

Leaving the tiny offices, with 
their disinfectant-smelling stair¬ 
ways and a playroom full of 
mechanical fly swatters, 
whoopee cushions and toy 
guns, / am left with the distinct 
impression that it is their crea¬ 
tors and not Cuchulainn and 
Marsh who are truly the heroes. 
The spirit of the software indus¬ 
try lies in such small but pro¬ 
fessional outfits who, by hard 
work and excellent products, are 
leading the way towards an 
electronic environment where 
reality and fantasy will be indis¬ 
tinguishable. It may not have 
been a world-shattering event, 
but for the Amstrad and com¬ 
puter games in general, the 
hatching of the Gargoyle was a 
truly remarkable event. 

By Robin Candy, with help from 
Roger Kean who took the 
pictures when he was told to. 


88 AMTIX January 1986 


















THE FIRST PART OF THE EPIC SPACE ACTION 
ADVENTURE TRILOGY 


THE SIEGE OF EARTH 


SPECTRUM 48K 
AMSTRAD 464 

£ 9.95 


©ertooPLe 


GARGOYLE GAMES LTD., 74 KING STREET, DUDLEY, WEST MIDLANDS DY2 8QB 
Telephone: (Sales) 0384 238777 (General) 0384 237222 
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Decipher a code and 

WINA 

PANTHER DATAC PRINTER 

/ -/ 


The PANTHER DATAC DX 109 
DOT MATRIX PRINTER retails at 
over £200 in the shops and its 
price is more indicative of the 
features of printers that costs in 
excess of £300. It would seem to 
be quite popular amongst 
Amstrad users too, judging by 
the response it had at the recent 
Amstrad show. Here is a brief 
summary of the features that it 
offers:- 

• Friction feed and tractor 
feed — it can handle cut sheets, 
roll paper or sprocket paper. 

• 1152 Byte input buffer 

• Underlining, elongated 
characters, compressed char¬ 
acters and Bit image print 
modes 


• Compact, 4M character life 
cartridge type ribbon 

• Bi-directional logic-seeking 
carriage 

• Less than 60db noise level 
—you could use it during Cross¬ 
roads and not annoy your mum 
and dad! 

We are giving one away, to the 
reader who can help us solve a 
small problem:- 

We asked for someone to 
write us a little story that we 
could use in the magazine. A 
writing minion set off and wrote 
one but unfortunately when 
passina it from his computer to 
ours all the letters took on new 
values and the story came out as 
a Caesar code. This is a cipher 


where all the letters are dis¬ 
placed by a certain distance. 
What you must do is to break the 
code, (you could use your 
Amstrad to help you) and then 
answer the questions at the 
bottom of the page. 

Xwn mjh, rw JVCRG! Ijbcun, j 
bcajwpn, pwjaunm urccun vjw 
jaarenm fqx mnvjwmnm cx bnn 
cqn trwp. R fxdum bynjt cx trwp 
Axpna, qn bjrm, R qjen cqn 
bnlancxo ncnawju uron. 

'Fqx vrpqc hxd kn?', jbtnm cqn 
bnwcah xw mdch. 'Cqn Vrpqch 
Vjbcnabxw', qn anyurnm frcq j 
ouxdarbq xo qrb pwjaunm 
urccun orwpnab. Cqn bnwcah, 
bdrcjkuh rvyanbbnm, bldaarnm 


xoo cx cnuu cqn trwp fqx mduh 
jaarenm. 'Fqjc rb cqn bnlanc xo 
ncnawju uron', qn jbtnm. Cqn 
Vrpqch Vjbcnabxw pjcqnanm 
qrvbnuo dy cx pren cqn jra xo jw 
juu rvyxacjwc knrwp jwm 
anyurnm, 'Tnny kanjcqrwp!' 

The person with the first correct 
answer out of the bag on Jan¬ 
uary 30th will become the proud 
owner of the Panther, but you'll 
have to supply your own cage 
and raw meat for it. 

Answers on a postcard (or 
back of a sealed envelope) 
please, to DATAC COMPET¬ 
ITION, AMTIX! MAGAZINE, PO 
BOX 10, LUDLOW, 

SHROPSHIRE SY81DB 


WHAT IS THE NAME OF THE GNARLED OLD MAN? 
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WHAT IS THE SECRET OF ETERNAL LIFE? 






































Spectrum 48k. 

Commodore 64 . 

Commodore 64 . 

Now Available for Amstrad 


£5.95 (Cass.) 
£6.95 (Cass.) 
£8.95 (Disc) 


£8.95 (Cass.) 
£13.95 (Disc) 


Elite Systems, Anchor House, Anchor Road, Aldridge, Walsall, England. Tel: (0922) 59165 ‘Consumer Hotline' 


'Kokotoni Wilf is an arcade adven- 
ture whose undisguised intention iBBfc* 

is to steal the title of best arcade 
adventure program bar none" from 
Jet set Willy. M 

As Kokotoni Wilf you must 
recover all the pieces of the legendary 
Dragon Amulet (which has been scattered throughout time) for 
your master the great magician, Ulrich. 

Throughout the quest Wilf comes up against many dangers 
from huge lumbering prehistoric dinosaurs, to hostile alien 
robots, but the reward for recovering all the pieces warrants 
the risk. 


Lv The 48K program features a 

Bp number of major advances over 
§J Jet Set Willy. The games designer, 
* Elite, stresses that each of the 

1 games 60 plus screen settings is 

genuinely high resolution, as opposed to 
psuedo hi-res, and doesn't require a title to explain what 
you're looking at. Furthermore, the sprite characters are 
of cartoon quality and exhibit their own personalities. 

Impressive claims. Jet Set Willy fans will no doubt feel both 
sceptical and intrigued. 


Every single ELITE' product carries the unique ELITE ' Holo graphic sticker . 

Make sure your copy does, its your guarantee of quality 


Mail Order: Just send a cheque or P.0, payable to ELITE' or quote your credit card no. 


























v»;. ; 




The first space-age arcade/ 
adventure hits the Amstrad with 
this 250 (25x10) screen epic. A 
long forgotten robot-controlled 
factory situated on the edge of a 
solar system sets the scene. 

The factory has worked away 
automatically for a hundred 
years, the robots harmlessly 
carrying out their menial tasks 
until now. A powerful alien 
force, possibly jealous of Earth's 
riches, has invaded the factory 
and reprogrammed the robots 
so they can destroy our planet. 

Your job is to enter this hostile 
environment and discover the 
Control Centre where you can 
disable all the automatons. In a 
climate suited to robots you 
have to fight your way through 
zero gravity, diverse temperat¬ 
ures, floating swarf and through 
the many weird and wonderful 
screens to achieve this. 

Armed with only a space suit 
and a laser you have a formid¬ 
able task ahead of you. There is a 
jet cycle for you to use once you 
have found and collected it. 
Collect it? Well, the robot guard¬ 


ing it isn't going to give it up 
easily, not without a few bullets 
being bounced about, anyway. 

Once you have got the jet 
cycle your mission can really 
begin. Don't spend too much 
time admiring the view, get to a 
pipe and move up or down it (if it 
isn't blocked off). 

At the bottom right of the 
screen there is a scanner/map. 
This shows the adjacent two 
rooms in each direction, a total 
of 25. It doesn't reveal what is in 
the rooms but you can clearly 
see the entrances and exits to 
them, so you are able to plan 
your moves ahead. 

The pipes which link the var¬ 
ious rooms are zero gravity lifts 
forming a large and complex 
system and allowing extensive 
exploration and access to most 
rooms. If there are no pipes then 
there are usually doors either in 
the left or right-hand walls 
which allow you to enter the 
adjacent rooms. 

On your travels through the 


factory you see much old and 
abandoned machinery, some of 
which may still be working. 
There are CRUSHERS which 
clang up and down and flatten 
you if you're earless enough to 
stray under their mashers. Odd 
revolving SCOOPS grind away 
into the night and CONVEYOR 
BELTS, harmless but progress- 
slowing, trundle along their inf¬ 
inite paths. COMPUTERS, too, 
tick away the long hours to 
themselves, but most are purely 
a decorative part of the land¬ 
scape ... 

There are also rooms contain¬ 
ing large machines which al¬ 
though standing static may have 
mysterious purposes later on in 
the game. Large ELECTRICITY 
GENERATORS, a NUCLEAR 
REACTOR and its ENTRANCE 
ROOM are just a few of the 
highly deadly locations. 

Some rooms contain odd 
robots which have escaped the 
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ravishings of the aliens and are 
still friendly, and these help you 
solve the game. 

As you wander around the 
factory you might see an object 
lying around. Move over it and 
you automatically pick it up and 
it falls into your pocket. This 
pocket is represented by a box 
on screen. It shows what you 
have picked up. If want to exam¬ 
ine the object more closely, 
press space-bar and a cursor 
appears in the box. Move the 
cursor over the object and press 
fire. You get a read-out telling 
you what the object actually is. 

These objects have to be used 
to solve puzzles throughout the 
game, and the only way to com¬ 
plete this game is to use all the 
objects. At first you only find a 
few objects. But give one of 
these to the correct friendly 
robot and he gives you another 




object in return. Use this to solve 
another puzzle and you gain yet 
another piece! Eventually after 
solving many puzzles you 
should, hopefully, be able to 
gain access to the Control 
Centre and then disable the 
robots. 

When you start the game you 
are given eight lives. You can't 
earn any extra lives but there are 
supplies littered around the fact¬ 
ory which you can pick upto pro¬ 
long your current life. 

The main cause of death for 
your man is suffocation. 
Throughout the factory there are 
thousands of pieces of razor 
sharp SWARF floating around 
randomly. You have to shoot 
this flying debris: if you touch it 
it makes a leak in your space 
suit. This is indicated on screen. 
If you are carring some patches 
the puncture is automatically 
fixed. When you run out of 
patches, though, you start to 
lose oxygen. 

The more punctures you have 
(up to a lethal maximum of 99) 
the faster you lose oxygen. The 
faster you lose oxygen the less 
time your man lives, so blast 
that swarf! Occasionally you 
come across a MEGASWARF. 
This giant swarf chases you at 
high speeds and gives your 
spacesuit more holes than a 
sieve. 

If you want to map the game, 
the space bar pauses the action 
and tells you the location you're 
in. It does this by referring to the 
factory layout. The program¬ 
mers have marked the top 0 to 9 
and down the side A to Y. You 
can then work out your position 
in the factory: eg M2 (where you 
start) is in the bottom left hand 
region of the factory. 


CRITICISM 


The Gang of Five estab- 
lished themselves with 
previous mega hit Sorc¬ 
ery. Now after a bit of a lull 
Strangeloop reaffirm's their 
identity within the software 
world as one of the best teams 
of software producers for the 
Amstrad. What is first so overly 
impressive is the graphic con¬ 
tent and detail. Though of a 
totally different style to Sorc¬ 
ery's impressive olde worlde 
type of display, Strangeloop' s 
presentation is just as impress¬ 
ive. The game is very good as 
well, bearing a lot more resemb¬ 
lance to the Commodore vers¬ 
ion thn the original appearance 
on the Spectrum. The puzzles 
set are entertaining and challen¬ 
ging. At first things are a bit 


hard but after finding the Vespa 
look-alike I found it a lot easier 
to traverse the ship. Solving 
Strangeloop with 250 screens to 
be explored is something of a 
challenge. I really like it and 
even though I feel Sorcery has 
the edge, this is one of the 
better releases to appear for 
quite a while. Definitely worth a 
look at. 


As soon as I saw Strange¬ 
loop on the Amstrad I 
knew it was heading for 
Accolade ratings. The graphics 
are well detailed with lots of col¬ 
our, this gives a excellent 
impression of 3D. The animation 
of the enemies is fantastic, 
especially the beach ball and the 
hot water which bubbles away 
waiting for you to be boiled in it. 
Colour is well used on your ship, 
but this does result in a colour 
mixing. The sound is excellent 
with lots of echoing on the firing 
and explosions. The screen is 
very well laid out using the split¬ 
screen effect. My only complaint 
with this game is that it takes up 
too much time flicking from 
screen to screen — which prob¬ 
ably can be forgiven seeing as 
they've got to shift 16K of screen 
around every few seconds. 
Overall this game is in my opin¬ 
ion just a bit better than the 
other versions and definitley the 
best from the Gang of five since 
Sorcery. 


/ was always a biker at 
heart, but forced by cold 
weather and arthritic 
kneecaps to return to the lofty 
heights of public transport, /was 
impressed by Strangeloop, not 
so much for the good use of 
colour and dean graphics, but 
for the fact that / could go 
screaming around the screens 
like a space mod, with my old 
trusty parka substituted for a 
space suit. Although the game 
has potential / do not think it has 
been completely realised. After 
a while / found that it was poss¬ 
ible to 'park' your jet scooter in 
places where you're completely 


stuck. The only way to get out is 
to die by running out of oxygen, 
a horrible way to go if not least 
because it takes a long time. 
Flicking between screens takes a 
just too long, probably just the 
effect of having to move so 
much screen memmory. The 
game is technically good and 
seems to have followed the hit 
game recipe to good effect, so it 
is sad that the game falls down a 
little for me because there is not 
enough depth to it. 


Presentation 85% 

Superb loading screen. 

Graphics 96% 

Graphics even excell those in 
Scorcery 

Sound 90% 

Very realistic sound effects. 

Playability 91% 

Very easy game to get into, but 
beware the getting out isn't. 

Addictive qualities 83% 

A very difficult game to solve but 
a little too easy to stay alive, you 
rarely feel threatened. 

Value for money 85% 

A fair price for a state of the art 
game. 

Overall 90% 

Would have approached 
perfection if there had been a 
little more to do. 
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You lot are a lucky bunch. Every 
month you get the latest copy of 
AMTIX!, read it, relax and enjoy 
yourselves. Ever spared a 
thought for the mad fools in 
Ludlow who create it? All those 
long hours and even longer pub 
dinners spent on getting an 
issue together are finally begin¬ 
ning to take their toll on the 
minions behind the scenes. 

Big J has eaten one of the NEC 
portables previously used to 
write the magazine. Candy has 
come to the conclusion that life 
is just one great big Z80 and has 
wrecked the office heating 
system in an attempt to improve 
staff efficiency by turning us into 
superconductors. Gary Liddon's 
clothes have been seen in the 
kitchen making a substance not 
quite, but almost completely 
unlike tea. Meanwhile, Mad 
Masterson, the Ludlow 
Leprechaun is training for his 25 
yards badge— in Guinness ... 

And sitting in his marble 
throne, surrounded by a moat of 
burning ZX81's, Killer Kean 
(Beelzebub to his mates) 
oversees his empire. Atthe snap 
of his fingers, Apricots burst into 
life and the unsuspecting 
minions are drawn to them like 
moths to a lightbulb. A 
nightmare far more terrifying 
than anything you have yet seen 
on your micro is going on as you 
read this — in AMTIX! Towers. 

Try and imagine surviving for 
a day. Staying sane. It ain't easy. 
Put yourself in the position of a 
new recruit to the AMTIX! team, 
starting work in AMTIX! Towers. 
Write an adventure scenario in 
which the player takes on the 
role of a new member of staff 
and has to survive his or her first 
day at work. 

There is no set length for your 
adventure. It can be presented in 
whichever way you think is best 
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and you can base it on the art 
department, mail order, 
editorial — anything you like to 
do with the magazine. The only 
rule is that the player must be a 
new employee whose only 
concern is to survive the day ... 

You could win one of the 
twenty copies of the Genesis 
adventure creation system, 
which would allow you to 
implement your scenario as an 
adventure with text, graphics 
and sound. Who knows, enter 
this comp and you could take the 


bend you 

HALLOWED WHEATY FLAKE 
BOX, PO BOX 10, LUDLOW, 
SHROPSHIRE, SY8 1AQ. Make 



first steps on the road to fame 
and fortune as an Adventure 
Programmer.... 

I'm the only sane one left here 
you know. Yes I am. Nearly 
flipped for a while but 
everything's just ticketty-boo 
since I had that nice chat with the 
margarine policeman ... 























to test your skilland stamina 


PISTOL SHOOTING 


SPRING BOARD DIVING 


GIANT SLALOM / 


CYCLING 


ROWING 


VERNON 


PENALTIES 


Ocean Software is available from selected branches of: 

_ wootmmm, whsmith.CH*) 

UB9 LASKVS, Rumbelows. COMET 

Spectrum Shops and all good software dealers. 


Ocean Software 

Ocean House • 6 Central Street 

Manchester • M2 5NS 

Telephone 061 832 6633 • Telex 669977 Oceans G 
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The third P^^ture'internatio 

£ 8 &!% 2 &k& 

full colour Jifdisk version £I7- L - 


' commodore t*. 

versions, featuring 


The Touchstones of Rhiannon 


GREMLINS 


Steve Jackson and Ian Livingstone 
Present 


^ FEATURING 


SOFTWARE 


RA}AdventuT€ 

INTERNATIONAL^ 

Distributed by Adventure International UK. 

85 NEW SUMMER STREET, BIRMINGHAM B19 3TE 
TEL: 021-359 0801. TELEX: 337492 COMCAB G. 


Export enquiries welcome - Foreign 
.^"translations available. 

Bu9 these fantastic adventures at most high 
-street stores, or from our mail order dept, on 
021-643 5102 (p. and p. included). 













WELCOME BACK MY FRIENDS 
TO THE SHOW THAT NEVER 
ENDS 


he winter nights have drawn in. Or at least they 
have in Ludlow, where this poor minion is forced 
into a badly fitting leprechaun outfit and forced to 
work work in the shadow of the Ludlow gibbet day 
after day. It's the ideal time for adventuring (as if 
you lot need a reason) and enough new games are 
being released to keep even the thriftiest of you 
occupied during the frozen months. 

I've been getting a number of letters either 
asking for help or offering hints on a variety of games. Although I 
would have liked to include them in this column, there was neither 
the space nor time. However, keep them coming in and I'll give them 
a reasonable amount of space next issue. Honest. 

As usual, it's been a hectic month with too much to review and 
too little time to do it in. A few items have had to go by the wayside 
this issue, but you can be certain. I'll deal with them soon. As for 
what has made it to the column, this month; there's a three-in-one 
review of 8TH Day titles, a package tour horror story, a bad case of 
morning after' syndrome and the third part of a 25th century trilogy 
where just about every part of your inventory will cost you a fort¬ 
une. Don't believe me? Read on, read on ... 

As it's the Christmas issue (please guys, don't stick me on that tree 
again — I'm a Leprechaun, not a ...!), I thought I'd include a top ten 
adventure games for the Amstrad. This is only my choice and you're 
welcome to write and let me know your favourites. I can then 
compile your choices to get a readers' chart. Let's hear from you. 


least ten photos to prove you 
actually went on the two week 
trip. As your camera only con¬ 
tains twelve photos, there is 
little room for error. 

When a photograph is succe¬ 
ssfully taken, it is displayed on 
the screen. It is also possible to 
review all the photos taken at 
any given point in the game 
(even after a fatal mistake). 
Some of the jokes and situations 




spires that you are something of 
a Trank Spencer' (or is it Jeremy 
Spencer?) as far as DIY goes. 
Some of your most dreaded 
creations have to be overcome 
in order to get everything 
needed for the holiday. 

Assuming Spain is reached 
successfully, there is a list of 
Spanish phrases on the instruc¬ 
tion sheet which may be used 
for various necessities (such as 


1 Colossal A dventure Level 9 

2 Snowball Level 9 

3 The Hobbit Melbourne House 

4 Lords of Midnight Beyond 

5 Lords of Time Level 9 

6 Red Moon Level 9 

7 Marsport Gargoyle Games 

8 Adrian Mole Level 9/ Mosaic Publishing 

9 The Worm in Paradise Level 9 

10 Mayday Database 

Hmm, dominated by Level 9 eh? Bound to cause complaints from 
Adventure International fans. Still, the disagreement will be healthy. 
These are just personal favourites chosen for their sheer enjoyment 
or nostalgia value, not in terms of technical excellence. Mayday ? 
Well, I'm biassed. Be seeing you. 


TERRORMOLINOS 


Melbourne House, £7.95, 
cass 

atest offering 
from the people 
who brought 
you The Hobbit 
but in a very 
different vein 
from the Tolk- 
ienesque night¬ 
mares which 
previously haunted adventur¬ 
ers, is Terrormolinos. Written by 
the authors of the magnificently 
funny Hampstead, Peter Jones 
and Trevor Lee, it attempts to 
bring the 'saucy humour' of 


holiday postcards to the com¬ 
puter adventurer's attention. It's 
a Quilled game with graphics 
(supplied by Mike Robinson) in 
the typical postcard humour 
style. 

You play the part of a family 
man from Slough, about to take 
his little tribe on holiday to a 
Spanish resort. All the problems 
of getting everything together 
before the taxi arrives to take 
everyone to the airport have to 
be resolved before the game 
proper begins. As the house is in 
the inevitable state of pre-holi¬ 
day panic (including one mem¬ 
ber of the family still in the bath), 
this is no easy task. It also tran- 


bookina a room). A nice touch. 
Most of the time, the screen has 
only pure text displayed, but 
whenever something fatal or 
particularly amusing occurs, the 
player is treated to a full colour 
illustration of the scene. 

Of course, to do justice to the 
title, the holiday resort is abs 
olutely nightmarish and has 
more than enough problems to 
keep the hardiest of adventurers 
worried. Absolutely nothing is 
dealt with seriously and nothing 
is straightforward or simple to 
achieve when it ought to be. 
Although being marketed heav¬ 
ily as a 'saucy humour' game, 
the satire is occasionally subtle 
and extremely witty. 

As the game is Quilled, the 
player is limited to two word 
input. This shouldn't present too 
many problems however, as 
contrived text input isn't what's 
required in this game. On the 
other hand keeping track of the 
rest of the family is difficult and 
limiting. Your own family cause 
more problems than most of the 
other people you meet in the 
game. 

As a typical package holiday, 
there are three excursions to go 
on. They present a whole series 
of problems themselves but 
surviving the trips can be rew¬ 
arding. The main object of the 
game, however, is not just to 
keep the family intact and sur¬ 
vive the holiday, but to take at 


are funny, but others are con¬ 
trived and there were times 
when I felt the program might 
have told me I had taken a dud 
photo simply because it did not 
have the option at that point. On 
the whole, however, I found the 
game to be an interesting div¬ 
ersion from the standard adv¬ 
enture offering and considering 
the complexity of controlling 
several characters, it worked 
quite well. 

The sense of humour may not 
appeal to some but even without 
it, there are some interesting 
difficulties facing a player. There 
has also been a suggestion in 
the press, that this work is 
modelled closely on a similar 
game that was released some 
time ago by another company 
but failed to achieve much 
commercial success. Whether 
or not this is true, Terrormolinos 
is still a funny game with a clever 
use of graphics. Although by no 
means a bad addition to your 
collection, I preferred Hamp¬ 
stead's wry wit and more poig¬ 
nant approach. 


Atmosphere 74% 
Plot 75% 

Interaction 68% 
Lastability 67% 

Value for money 77% 
Overall 78% 
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his is the third 
game in the Sil¬ 
icon Dream Tril¬ 
ogy, started by 
Snowball and 
continued with 
Return to Eden. 
A point made 
clear in the 
instructions however, and wor¬ 
thy of repetition here is that you 
need not have played either of 
the game's predecessors to 
complete this one. 

For those unfamiliar with the 
Silicon Dream scenario, the 
game involves the human inha¬ 
bitants of Eden, an Earth-like 
planet orbiting Eridani E. Set 
somewhere in the 25th century, 
the world is a strange one, run 
by robots. Whether the human 
inhabitants of the domed cities 
in this world are aristocrats 
freed from the tedium of manual 
labour or just pen pushing pets 
for the robot beaurocracy is a 
matter for speculation. One 
thing is certain. Eden is anything 
but. 

Eden is a different vision of 
George Orwell's 1984 scenario, 
in a way. Humans (and there are 
few enough of them around) 
started off by building machines 
and eventually robots. Robots 
built more machines and yet 
more sophisticated robots and 


. . . Robots now (effectively) 
build humans. They grow them, 
actually. There are no taxes 
(hurrah). There are lots of fines 
(Booh). The system, being rob¬ 
otic, is incorruptible. However, it 
is possible to take advantage of 
some aspects of the bureau¬ 
cracy. If somebody is ill and you 
report it, you will be rewarded 
(they will be fined) and other, 
similar reports are financially 
beneficial. It's a weird place to 
have an adventure. 

When the adventure begins, 
you are in the first and smallest 
of Eden's cities, Enoch. A feature 
reminiscent of Infocom's Sor¬ 
cery is used as you are in the 
middle of a dream sequence 
(rather interesting, considering 
. . . ). However this dream sequ¬ 
ence proves to be far less intim¬ 
idating than Infocom's. After 
waking, there is a 'welcome to 
the pleasure dome' as that's the 
complex you're in! Is there no 
end to this inspiration? 

Exploring the complex can 
lead to a variety of interesting 
circumstances including eating 
pizzas and buying pet dogs. It is 
possible to leave the complex 
and explore the city beyond and 
this can lead to trouble with the 
city's transport system. It brings 
a whole new meaning to the 
word maze. Once you're in, it's 


unlikely you will escape without 
first deciphering the cryptically 
colour coded floor. 

Everything you are likely to 
obtain will cost you credits, or 
'creds' as they are simply 
known. A player's current num¬ 
ber of creds may checked by 
examining a tattoo on the wrist, 
an LCD display which gives the 
current time as well. 

Level 9 are making a lot of 
boasts about this game. It em¬ 
ploys a 1000 word vocabulary; 
better than 50% text compres¬ 
sion; and a highly efficient 
buffer which allows type-ahead. 
Apart from all this, the parser 
now accepts full sentence, 
multi-command input and 
recognises the use of 'it' and 
references to items of back¬ 
ground scenery. This does not 
always work as well as one 
might hope but then, even the 
extent to which the new features 
do work is remarkable consid¬ 
ering they operate in a cassette 
based environment. 

The character set employed is 
the standard Amstrad set and 
the graphics are the usual, semi- 
abstracted illos that proliferate 
in the company's more recent 
ventures. As usual, over 200 pic¬ 
tures are boasted on the cass¬ 
ette inlay and, as usual, many of 
them are strikingly similar. Still, 


this is used to good advantage in 
making the repetetive nature of 
scenery confusing to the player. 

As for the plot, work it out for 
yourself. I have managed to get 
some way into the game, but 
everything that surrounds me is 
so typically cryptic, it will be 
some time before I am certain of 
what's going on. I'll probably be 
wrong right up until the end, as 
well. It wouldn't be the first time, 
with a Level 9 game. 

The game is very good in 
terms of interaction and the 
company have obviously not 
lost their smug sense of humour 
but this is one of their more 
thoughtful games and, despite 
the speed at which everything 
goes on around you, the game is 
rather slowly paced. It's a good 
game in its own right, though 
after playing it, you may wish 
that the first two had been 
bought previously. Getting any¬ 
where in the game is difficult but 
then, isn't that the story with all 
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Vou are between the eight torick arches 
of a beautiful done. The west arch is 


widest. Exits are north, nor 
east, south, southeast, sent 
and northwest. 

What now? S 

¥ou are in a desolate a 1cove 
as a battlefield. An exit 1e 
Vou can see a visor. 

What now? TAKE UISOR 
Taken. 

What now? ■ 


northeast, 
southwest, west 


ve decorated 
leads north. 


THE WORM IN 
PARADISE 

Level 9, £9.95 cass 






























































































































































beaurocracies? 

Nevertheless the lack of speed 
doesn't imply a lack of interest. 
At one point, I was arrested for 
beina out after curfew, and was 
fined more than I had. I was 
taken to the police station but 
kicked out the next morning. No 
sooner was I back on the streets 
than a robot was fining me for 
being in debt! this meant I was 
taken to hospital and asked 
whether I wanted to sell any of 
my spare parts. Not knowing 
whether I had any, but realising 
this was a chance to get out of a 
catch 22 situation, I agreed to 
sell. The next thing I knew, I had 
a couple of hundred creds. But I 
cannot find out what's been ass¬ 
umed to be spare and sold off. I 
can almost here the Level 9 
bunch in hysterics from here. 
Nice one, folks. 

I thought the new parser was 
annoyingly flawed in some res¬ 
pects. Some originality was 
actually lost by things like 'Door: 


that's just scenery'. And often, 
when I requested something the 
computer did not understand, it 
would tell me use of a word was 
incorrect but for some reason, 
add an 's' to the word every 
time. But when all is said and 
done, the criticisms have to be 
put in perspective, and what 
flaws there are become irrel¬ 
evant when taken as a propor¬ 
tion of the game. It's derivative 
in parts but fascinatingly orig¬ 
inal and clever in others. It 
would make a good Christmas 
present. Need I say more ... 


Atmosphere 88% 
Plot 91% 

Interaction 93% 
Lastability 94% 

Value for money 90% 
Overall 91 % 
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Activision, £9.99 cass 


ctivision's first 
pure adventure 
foray on the 
Amstrad is a 
translation of 
the critically 
acclaimed 
Commodore 
game that 
involves amnesia, a legendary 
bird and, well... 

When the game is first loaded, 
the player is presented with a 
series of introductory screens to 
explain all the nuances of com¬ 
puter adventuring to the unini¬ 
tiated. A small sample adven¬ 
ture is subsequently displayed 
along with guiding text. Very 
nice. The explanations are 
coherent and relevant and 
would prove useful to those 
unfamiliar with the nature of 
such games. For those who 
need no such introduction, the 
screens may be bypassed and 
the adventure proper loaded. 

The game begins with you 
stuck on a desert island without 
any memory of who you are, 
how you got there and what's 
necessary to complete the 
game. Consequently, explora¬ 
tion and patience are essential if 
the game is to progress. The 
island has its own dangers, 
including quicksand and craggy 
cliffs. Clues to progress in the 
game are indeed plentiful, but 
the game is extremely difficult 
and all but the most patient 
beginners are likely to become 
frustrated at some point. When 
help is asked for, a Condor flies 
overhead (though why, I have 
no idea!) and offers some clues. 
He's a fussy devil who will only 
make three visits, so use his 
services wisely. He isn't too keen 
to help in the early stages either. 
It's up to you. 

The game uses a parser cap¬ 
able of taking limited multi¬ 
command input and some of the 
responses you can get are really 
quite amusing. It isn't without its 


faults however. It allows you to 
examine objects which do not 
exist rather than telling you they 
don't. Otherwise it was trouble 
free, however and very fast. 

The display is in mode 2 in the 
top two thirds of the screen and 
mode zero at the bottom. This 
means that the graphics are 
extremely colourful and attrac¬ 
tive (they are also very well 
drawn) and eighty column text 
display is used. The overall 
impression given by this com¬ 
bination is very professional and 
neat but those using colour 
monitors may find the text a 
little hard to read after a while. 

Finally, the game is in two 
sections. It has considerable 
scope for a cassette based ad¬ 
venture and one which will take 


many hours to complete. To aid 
you in the arduous but inevit¬ 
able multi-saves required to 
finish, there is a Quicksave and 
Quickload facility which does a 
lot to take the monotony out of 
such tasks. 

I found the game absorbing 
and enjoyable, though I suspect 
I am far from finishing. As it's a 
game about your mind I found 
the opportunity to 'think about.. 
. ' something very interesting 
indeed. Essentially, the player 
already carries the answers to 
the plot with him. It seems to be 
a case of finding things that help 
jog that faulty memory into act¬ 
ion. It's a clever game that never 
really had the success it des¬ 
erved on its other conversions. 
Whether this pattern will change 
for the Amstrad conversion, is 
impossible to tell. 

It isn't a classic. The faults with 
the parser can lead to too many 
mistakes. The guidelines sug¬ 
gest always looking closely at 
the illustrations to find details 
you may otherwise miss. How¬ 
ever, if the illustration is 
ambiguous, there is no way of 
determining what an object is 
from guesswork because, as I 
mentioned earlier, the game 
allows the examination of non¬ 
existent objects. Apart from 
moving quickly from one loca¬ 
tion to another, there seemed to 
be no constructive use of the 
multi-command feature either 
(though perhaps this comes 
further into the adventure). 

In conclusion, it's a reason¬ 
ably priced adventure with exce¬ 
llent graphics and a good orig¬ 
inal plot. But its flaws detract 


from it a little. I suspect that 
beginners may find the game 
too frustrating and therefore, 
the introductory piece, whilst an 
essentially good idea, might be 
somewhat redundant with re¬ 
gards to this game. 


Atmosphere 81 % 

Plot 89% 

Interaction 80% 
Lastability 90% 

Value for money 83% 
Overall 85% 

JEUX SANS 
FRONTIERS? 

his is the part of 
the column 
where I finally 
get to do what 
I've been trying 
to do ever since 
issue one but 
haven't had 
time (if you can 
follow that then 
you can do any¬ 
thing). What's 
that? Well, have 
you ever heard 
of 8TH Day. 

8TH Day are a 
company prod¬ 
ucing Quilled 
adventures for the Amstrad 
micros. One of the first things 
you notice about their Games 
Without Frontiers (who's the 
Peter Gabriel fan?) range, is the 
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price; £2.50 for cassettes or 
£7.49 for diskettes. They all 
come packaged in a standard 
size cassette box with a simple 
black cover. Most unintimid¬ 
ating! The first of the range to 
appear on the Amstrad are Ice 
Station Zero, Quann Tu/la and 
Faerie and are fully compatible 
with the entire range of Amstrad 
micros. 

The first of the three is Ice 
Station Zero. Intended as a 
beginner's game, it involves a 
madman's plot to annihilate 
New York unless someone (he 
appears not to be fussy about 
whom) pays him one billion 
dollars, this madman is not just 
any raving (I'm a teapot) looney 
but an international terrorist 
known simply as Stirling. App¬ 
arently, as a remote Polar 
research establishment has 
fallen into this megalomaniac's 
hands, he means business. 

You play the part of an agent 
sent to cross the barren tundra 
leading to the ice cap and stop 
Sterling. Of course this involves 
actually finding and defeating 
him. So there are other factors to 
consider, apart from dealing 
with the typical super-baddie. 
Defeating the elements and wild 
creatures such as wolves and 
even a Yeti! 

Being a quilled game, the 
player is limited to two word 
input, but the authors have gone 
to considerable lengths to 
ensure that as much vocabulary 
as possible has been added and 
messages are as helpful as 
necessary. Presentation is good. 
Although the games have not 
been illustrated with the second 
part of the Gilsoft package, a 
fairly striking loading screen 
graces the opening of the game. 
Key words are highlighted and, 
as you may expect, input and 
responses are shown in differ¬ 
ent colours to add clarity. 

The puzzles are deliberately 
aimed at the novice adventurer 
and within their limitations, 
work quite well. The player is 
unlikely to spend any time find¬ 
ing contrived and unlikely 
combinations of the verb — 


noun formula just to make his 
ideas work. If he does, he's 
probably barking up the wrong 
tree anyway. 

The game is not all that unlike 
the plot for a James Bond film. If 
you enjoy such and are a beg¬ 
inner to adventuring, then you 
should find the game most en¬ 
joyable. The more experienced 
players may find the game's 
limitations too restrictive, but if 
they decide to opt for a light 
game (for those times when the 
old favourites are just too mind- 
boggling) then this is worth 
picking up. 

The second game is more of a 
typical science fiction adventure 
called Quann Tu/la. Set in the far 
future, you find yourself allied to 
an ailing federation struggling 
against a corrupt interstellar 
empire. Now don't throw up (I'll 
remind you that you're reading 
the best adventure column 
around — well, I think so). After 
this rather hackneyed intro, the 
plot goes up hill considerably. 
The shattered hull of a starship, 
deep space itself and the surface 
of a distant, alien world, all go to 
make the setting for the clim¬ 
actic battle between the good 
's and the bad guys, 
his game also loads with a 
colourful title screen, the 8TH 
Day emblem proudly displayed 
in the corner and is presented in 
a similar format to the previous 
effort. The game itself, is more 
sophisticated, however. There 
are more puzzles to solve, many 
of them typical of the kind of 
difficulties your average SF hero 
gets into. A knowledge of sci¬ 
ence fiction is not needed to play 
the game, but one would cer¬ 
tainly be an advantage. 

Apart from the various tech¬ 
nical problems facing the ship, 
there are intrigues to be sorted 
out and a bit of Bond style 
derring-do — inspired by the 
first game? To be honest, I sus¬ 
pect the game was at least inf¬ 
luenced by Infocom's Starcross. 
The way various repairs had to 
be carried out, and the nature of 
the faults themselves did 
prompt the occasional feeling of 
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'deja-vu'. 

Nevertheless, it plays fairly 
well. The game is not devoid of 
humour and is reasonably 
paced. Although this game has 
more to offer than Ice Station 
Zero in terms of puzzles and 
difficulty, I found it less enjoy¬ 
able, over all. It was in no way 
lacking as far as atmosphere 
goes, but the slightly unoriginal 
nature of the plot left me slightly 
disappointed. For those unfam¬ 
iliar with science fiction adven¬ 
tures, it can still be recommend¬ 
ed however. It's been written 
with care and attention to detail 
and that is worthy of praise, if 
nothing else. 

The last of the 8TH Day titles is 
also by far the most complex. 
Faerie is a surrealistic fantasy 
that relies heavily on the play¬ 
er's ability for lateral thinking 
(okay, all adventure games 
make some such demands on a 
player, but wait until you see 
some of the puzzles in this one). 
It's doubtful whether a game of 
chess like the one in this game 
will ever be seen anywhere else. 

It's rather hard to explain the 
plot as you are left to discover it 
yourself and — well. I'm not to 
sure there is one outside the 
series of wonderfully inter¬ 
woven logic puzzles. It's just one 
of those games you either love 
or hate and I loved it. When 
there's time. I'll go back to this 
one. 8TH Day sent hint sheets, 
but I'm reluctant to use them 
because they will spoil the at¬ 
mosphere. All that can be said 
for certain, is that the player is 
mainly involved in the search for 
various treasures spread across 
one of the weirdest fantasy 
worlds I've ever encountered. 

The nature of the fantasy 
world is very subtle and as a 
result, mood plays a strong part 
in the game. There are no cont¬ 
rived solutions to problems, no 
cliched characters to encounter. 
Just a highly original game that 
takes every advantage of the 
utility used to create it. 

Considering that all three of 
the games could be purchased 
for less than the price of the 


average adventure, and the fact 
that the games themselves are 
of a higher standard than many 
carrying a ten pound price tag, 
they offer excellent value for 
money. However, the games are 
unlikely to achieve much more 
than a 'cult following', which is a 
shame as they deserve to do 
better. The main problems fac¬ 
ing this company would seem to 
be that the games are only 
available through mail order (as 
far as I know) and the lack of 
gimmickery (which, however 
unfortunately, always helps 
sales). Hopefully, 8TH Day will 
improve packaging (which is 
neat but otherwise forgettable) 
and most importantly, move 
away from the restrictions of 
The Quill and develop their own 
system. Perhaps then, the talent 
for good plot lines which they 
evidently possess will be exp¬ 
ressed better and bring a new 
force to the adventure games 
field. 

Ice Station Zero 

Atmosphere 73% 

Plot 74% 

Interaction 67% 
Instability 63% 

Value for money 74% 
Overall 76% 

Quann Tulla 

Atmosphere 73% 

Plot 71% 
interaction 68% 
Lastability 69% 

Value for money 74% 
Overall 75% 

Faerie 

Atmosphere 79% 

Plot 80% 

Interaction 74% 
Lastability 78% 

Value for money 79% 
Overall 83% 


THE WORM IN PARADISE 

The computer’s choice 

£9.95 on AMSTRAD, ATARI, BBC, CBM, MSX, SPECTRUM etc. 




Available from Level 9 Computing, PO Box 39, Weston-super-Mare, Avon BS24 9UR 
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As something of a change, this issue's 
column has been graced by MICHAEL 
JAMPEL (perhaps best described as a 
computer tactician), and his views on 
how to get the best from DIY micro¬ 
wargaming. So here is an overview: 
from playing games with wooden 
blocks and rubber bands to ... 

SILICON 

SIMULATIONS 


CONFINING 

CONFLICTS 


I wargame is an 

attempt to 
simulate wars 
and battles of 
the past, pres¬ 
ent and future. 
Common per¬ 
iods for war- 
games are the 
Ancient World 
(Romans etc), 
the Napoleonic 
era and the Sec¬ 
ond World War. 
It is possible to 
simulate mod¬ 
ern events such 
as the Arab- 
Israeli wars and even to imagine 
future conflicts between differ¬ 
ent extrapolated technologies 
and worlds. The first wargame 
(as we understand the meaning 
of the word today) was probably 
Kriegspiel which was used to 
train Austrian officers in the 19th 
century. This used small blocks 
of wood to represent the various 
units, such as infantry, cavalry 
and artillery. 

British wargaming took off 
when HG Wells published a 
book called Little Wars in which 
he used toy guns to fire pencils 
at inch high lead figures. Nowa¬ 
days, some people use bits of 
cardboard with the name and 
abilities of the unit written on 
them, while others prefer spend¬ 
ing hours painting models and 
scenery. Games can even be 
played with dominoes for tanks 
and marbles for ammunition. 
However, as this is unlikely to 

C aint a true picture of real 
attles, proper sets of rules have 
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been written. Having decided 
the scale of the conflict (whether 
between two towns or two cont¬ 
inents), laws comparing two 
tanks, for example, could be 
written. Tank A is superior to 
tank B so it can hit a target fur¬ 
ther away. There is always an 
element of luck in the real world, 
so the relationship is modified; 
tank A hits the target if player A 
throws four or more (on normal 
dice) whereas tank B hits on 
three or more. So now it's clear 
that although tank A is capable 
of greater range, it is less likely 
to do damage. Of course, this 
example fails to take many of the 
complexities of firing a tank's 
weaponry, but from such con¬ 
siderations do sets of rules 
evolve. 

Fighting in Ancient Greece 
involved spears, slings and 
swords. Although weaponry has 
since progressed (and so have 
tactics), certain things remain 
constant. Supplies must still 
reach forces hundreds of miles 
away; only the means to trans¬ 
port them have altered as mech¬ 
anised transport has replaced 
the horse. This increased 
sophistication has been match¬ 
ed in wargaming; special rules 
now determine whether or not a 
soldier obeys his orders as well 
as comparing hundreds of dif¬ 
ferent weapons and thicknesses 
of armour. A professionally writ¬ 
ten set of rules may be a hund¬ 
red pages long and cost as much 
as £10. 

Often wargamers cannot find 
someone who shares their inter¬ 
ests locally and so solo war¬ 
gaming has developed. Books 
are available, which decide a 
certain set of events given a par¬ 
ticular set of circumstances, and 
so the opposition can be said to 
be programmed. 
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PROCESSING THE 
PRIORITIES 


M any people saw the 

film Wargames but in 
fact current military 
computers are simply informat¬ 
ion processors, requiring 
human input whenever a decis¬ 
ion must be made. Any home 
computer wargame program is 
the same with the exception that 
the human input is usually at the 
writing stage, and not so much 
during play (apart from simple 
data). It takes the human mind to 
decide when a house is no long¬ 
er worth defending, a decision 
based on experience. To make 
up some simple law is easy (for 
example: for every enemy tank 
within 100m add 5 points; for 
every soldier add one point— if 
the total is greater than fifty, 
then retreat), but the result is un¬ 
likely to be realistic. This is be¬ 
cause the true wargame is as 
much about command struc¬ 
tures and long term strategy as 
blasting away at the enemy. 

In Kriegspiel, each player sat 
in a different room, able to see 
only his own soldiers on the 
map. The umpire would delay 
implementing the player's 
orders and give misleading 
intelligence reports to see how 
the officer would react. There¬ 


fore the limitations of the com¬ 
puter for simulating a human 
player must be accepted, and 
thought subsequently given to 
what the computer can do. 

Instead of having rules on 
paper, they could be on disk, of 
course. Relevant criteria pertain¬ 
ing to a given action could be 
input and the computer 'rolls the 
dice'. It could find the results far 
faster than a human could, look¬ 
ing through the manuals (espec¬ 
ially with the more complex 
requirements of modern war¬ 
fare simulation). 

To create opposing armies of 
equal strength, points are alloc¬ 
ated to each gun and tank, etc. 
The computer could randomly 
generate armies of a particular 
value so that games would be 
constantly varied. However, the 
number of historically accept¬ 
able variations is small. 

It is possible to use simple 
rules like those mentioned 
above to simulate the enemy but 
frankly, throwing a dice is just as 
effective. Furthermore, the 
programmer (the one most 
likely to fight the computer) 
would know the intricate nature 
of the rules he had created and 
consequently some of the elem¬ 
ent of surprise would be lost. 
Professionally written programs 
would not be as initially well 
known to the gamer but he 
would probably want to exam¬ 
ine the listing, just out of 


interest. 

DEALING WITH DETAILS 

A complex program could, 
in fact, take a lot of the 
drudgery out of the 
game. A confident soldier is 
more likely to obey orders than 
one who is hungry, cold and has 
seen his friends being killed. 
Therefore, better sets of rules 
have checks on morale which 
must be performed each time a 
unit is ordered to attack. The 
result of the test depends on the 
proximity of the enemy, the 
number of casualties sustained 
and so on. 

If the location of every unit 
was known to the computer, 
these checks could be auto¬ 
mated, making the game flow 
more quickly, except that the 
location of the unit and other 
information about it (such as the 
number of survivors) would 
have to be constantly re¬ 
entered. If the programmer's 
human opponent argues about 
a decision or rule interpretation, 
it is hard to show him the insides 
of the program, especially if he 
knows little about computers. 
BASIC which is easily under¬ 
stood, is far too slow for serious 
use. Thus even the options 
above require some form of 
back up from the conventional 
paper rules. 


WAR WITHOUT TEARS 


S o far the role of the micro 
has been considered 
purely in terms of aiding 
the use of traditional models but 
it is possible to abandon these in 
favour of a completely computer 
based game. US Gold's Beach- 
Head is not a wargame but a 
multi-part arcade game with war 
as its theme, instead of 'zapping 
the aliens'. Something like 
Theatre Europe is more like the 
kind of simulation we are discus¬ 
sing. 

As more reviews of published 
games appear in this and other 
columns, and if the market 
builds up, the software houses 
will respond. Unfortunately, 
despite the lack of an obvious 
link between playing the games 
and actually killing people, polit¬ 
ics sometimes gets involved, 
intimidating publishers. In fact, 
any realistic simulation would 
be more likely to encourage 
pacificsm than aggressive tend¬ 
encies as the true horror of real 
war became apparent. For any¬ 
body just interested in war- 
games, many magazines are 
easily available. For those inter¬ 
ested in the hobby's connection 
with computers however, you 
will just have to watch this 
space. 

Michael Jampel 
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SSSSSE SOFTWARE 

MICROBYTE SOFTWARE (TX1) 

18 HILGROVE ROAD 
NEWQUAY 

CORNWALL TR7 2QZ Tel: 06373 6886 


ACCESS 

24 hr Orderline 

06373 6886 


FOR THE 

AMSTRAD 

CPC 464/664 


A MEGA SPACE GAME 
OF EPIC PROPORTIONS 


• FAST VECTOR GRAPHICS 

• FULL COLOUR 3D GRAPHICS 
•SCROLLING SCREEN SCENES 

• A FULL TACTICAL GAME 


THE CYBORG BATTLE STARS HAVE INVADED 
THE FEDERATION SECTOR DESTROYING ALL 

IN THEIR PATH.YOUR MISSION.HALT 

THEM BEFORE EARTH IS DESTROYED. 

Phase 1: Fly deep space missions in Starcruiser Galaxy 1 
using its Tactical displays to monitor Alien activity and to 
select target Battle Stars. Encounter attacks from 
Alien Space Fighters and battle with them in fast 
Vector graphics. 

Phase 2: Launch Space Ranger craft and fly 
missions in Full Colour 3D graphics against target 
Battle Stars. Orbit the Battle Star before descending 
and entering its docking port. Blast through its 
tunnels to reach the reactor vent chamber 
where an attack must be launched. When they 
are needed. Jet Bike Commandos carried on 
board your craft, may be used for sabotage 
tasks— depicted in scrolling screen scenes. 
Throughout each mission Aliens are constantly 
attacking, and the tactical situation is 
continually changing! 


BATTLE STARS £8.95 

CASSETTE VERSION 
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of“HITS”in 

Game 

History 


1st NOVEMBER 

1985 

i RELEASE 
V DATE 


ALL THESE % 
BLOCKBUSTERS \ 
TOGETHER ON ONE \ 

GIANT 

COMPILATION 

SPECTRUM £9.95 
AMSTRAD £9.95 


COMMODORE 64 £9.95 
DISC £14.95 

[COMMODORE and AMSTRAD] 

Stocked at Selected Branches of: 

W H Smith, Boots, John Menzies 
oofworth, Greens, Laskys and Rumbelows 
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AMTIXI MAIL ORDER FORM 

Telephone Ludlow (0584) 5620 
Please send me the following items: Block capitals please! 


1 


Please note: some software reviewed may not be available until its official 
release date. If you are in any doubt, please ring first. 


Title 


Producer 


All prices are as quoted under review headings 
or known retail prices and include VAT. AMTIXI 
makes no charge for post and packing inside the 
UK. Customers in Continental Europe should 
add the equivalent of 70p per item ordered. 
Outside Europe, please write first so that we 
may advise on postage rates. 


Please make cheques or 
postal orders payable to 

NEWS FIELD 
PUBLICATIONS LTD 

Please do not send any 
coinage. 


Sub Total: £ 
Less Discount: £ 

Total Enclosed: £ 


Amount 


Name. 

Subscriber No 
(if applicable) 
Address . 


Postcode 


SPECIAL DISCOUNTS 
£1 
50R 

Sorry - only ONE voucher per order! 


OFF ANY ORDER WORTH 
MORE THAN £20 


OFF ANY ORDER WORTH 
MORE THAN £10 


AMTIXI MAIL ORDER, PO BOX 10, LUDLOW, SHROPSHIRE SY8 1DB 

Please do NOT enclose this form/payment with any other correspondence to AMTIXI Magazine editorial, as It will only delay 

processing your order and may result In loss. 




















































Retailers don't always have everything In stock 
you might want, but if it is within our power to 
get it for you, then we will. Any of the software 
reviewed in this, or any, issue of AMTIX! can be 
ordered using the form below — in fact any 
available software for the Amstrad that exists we 
undertake to do our best to get it for you. 

AMTIX! Mail Order is backed by the resources of 
Newsfield, which (inassociation with the 
magazines CRASH and ZZAP! 64) has been 
supplying over 150,000 Spectrum and 
Commodore 64 owners with mail order items for 
over two years, so you can be sure of the very best 
in service. 


There's no mail order catalogue involved —just 
use the prices quoted in the pages of AMTIX! or 
the known retail price. If you have any queries, 
just ring the number shown on the form and our 
staff will advise you. Anyone may take advantage 
of the discount coupons on the form which allow 
£1 off orders worth more than £20 and 50p off 
orders worth more than £ 10. Postage and packing 
is included in the price of the game. 


ild be simpler — fill in the form today 
d order whatever you like! 






















Now on 
Amstrad 
464/664! 


Two player cartoon fun! 


The secret's out SPY vs SPY 
is now playing on the 
Amstrad 464/664. 


MAILORDER: Send to BEYOND, 3rd Floor, Lector Court, 

151 Farringdon Road, London EC1R 3AD. 

Credit cards call 01-837 2899. Cheques & POs payable to BEYOND. PRICE £9.95. 
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WIN ZOIDZILLA in the 

.*.. . . '•• • dtVMv.• . .. .. . 

DESIGN A ZOID 


COMPETITION 



The helpful David Martin, Big 
Cheese at MARTECH, the com¬ 
pany which is bringing you 
^OIDS, the game, has got to¬ 
gether with the Zoid People at 
Tomy to offer you the chance to 
win your very own ZOIDZILLA. 
And a copy of the game, and a 
little Zoid and a big Poster! 
Twenty runners up will pick up a 
copy of Martech's game, desig¬ 
ned by the Electronic Pencil 
Company, a small zoid and a 
poster. Then thirty more win¬ 
ners will have their very own 
Zoid poster to pin up on their 
bedroom wall. 

So that's the prizey bit out of 


the way: what have you got to 
do, in order to beat the evil 
Jeremy Spencer to Zoid owner¬ 
ship in this competition? (/ t's 
Okay folks , I've banned Spencer 
from entering the comp — ED). 
Well, in the game, you become 
one with a Zoid, sitting in its 
control cockpit and travelling 
over a hostile planet, doing 
battle with the baddie zoids on 
your quest to reassemble 
Zoidzilla. 

The game has a neat mixture 
of strategy and arcade action, 
and is controlled with the now- 
trendy icons. 


... . ► To win a prizipoos, 
you'll have to sit down and 
design a Zoid. You can go as far 
as you like with your Zoid des¬ 
ign, from sketching out the basic 
components and weapon sys¬ 
tems to submitting a complete 
specification accompanied by a 
full set of technical drawings in 
isometric projection. Go as far 
as you like! 

And if you really want to 
round off your entry, you might 
wish to provide a little picture ol 
your Zoid in action on the sur¬ 
face of the planet Zoidstar. Put 
together a little Zoid portfolio, in 
fact, as if you were the designer 


of the new fighting machine 
who had to get his idea 
accepted.^ 

Plenty to keep you busy, thin¬ 
king and designing, over the 
Christmas Pud eating season. 
Get your entries in by the end of 
January, cos we'll make Jeremy 
judge the competition on 30th of 
that month — with any luck we 
should get a colour snap of him 
going green with envy. 


Entries please, to I WANT TO 
MAKE JEREMY JEALOUS, 
AMTIX! MAGAZINE, PO BOX 10, 
Ludlow, Shropshire, SY8 1DB 


COME UP WITH THE ULTIMATE COMBAT ZOID AND WIN, WIN, WIN 
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When you buy AMTIX! you can be sure of getting the best, 
most up to date reviews and information for your Amstrad 
computer every month. Hardware, software, peripherals 
and news are all given superb coverage in what we think has 
to be the definitive Amstrad magazine. (Of course we're 
biased, but isn't that life)?. But most important of all, AMTIX! 
is great to read. Missing it is not a wise thing to do. Now, if 
you subscribe to our illustrious journal, you will have all of 
this coming to your door with no more effort required of you 
other than opening the magazine, sitting back and enjoying 
it. You already know from this issue, what a great magazine 
AMTIX! is ... 

As a subscriber to AMTIX!, you also receive other benefits 
— 50p off every item ordered from AMTIX! Mail Order which, 
together with CRASH and ZZAP! 64 Mail Order, is one of the 
biggest mail order software houses in the country. More 
details on that are located elsewhere in this issue. AND, as a 
subscriber, you will also receive discount benefits through 
any subsequent subscription offers. How can you resist? 

AMTIX! has got together with HEWSON CONSULTANTS to 
give you a fantastic subscription offer— any two of the great 
games featured below OR the indispensable 2APP Assembly 
Programming Package are yours ABSOLUTELY FREE if you 
take out a year's subscription now!! That's a deal that could 
be worth more than the actual cost of the £15 (post included) 
annual subscription fee. All you have to do is fill out the form 
and send in your payment, choose your free software and 
we'll do the rest. 








280 Assembly 
programming 

features: 

Sing'e ard ^aKpoints 
ft Symbolic Disassembler 






SUBSCRIBE TO THE LIVELIEST M 


MAGAZINE AROUND AND BRIG 


Subscribe to AMTIX! 
and you can grab ( 
yourself some 
free software!! 
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STRAD 


AMTIX! SUBSCRIPTION OFFER 

Yes, I want to subscribe to AMTIX! for one year (12 
issues) and receive two free games from the four 
listed (or the ZAPP Assembler). I enclose a cheque/ 
postal order for £15.00 (UK only — overseas cust¬ 
omers see below) made payable to 'Newsfield Ltd', 
(offer closes on January 30th 1986). 

Name .. 

Address . 

.Postcode. 


IF YOU'RE 
ALREADYA 
SUBSCRIBER 

Subscribers to AMTIX! 
should keep a close eye on 
future subscription offers 
because there will be fab¬ 
ulous offers in there forthem 
as well — we won't forget 
you once you have handed 
your money over and be¬ 
come a subscriber! For 
instance— if you subscribed 
in one of the previous issues, 
all you have to do now is 
quote your subscriber code 
number, use the appropriate 
part of the form and you can 
get TWO of the games 
quoted in this offer for only 
£ 6 . 00 ! 


The free games I would like to receive are: 

Free game choice 1 is. 

Free game choice 2 is. 

OR I would like the ZAPP Assembler (tick) 


OVERSEAS SUBSCRIBERS The offer closing date is extended to readers living 
outside the UK or Europe to 30th March 1986. The European subscription offer 
rate (inclusive of the free games and post) is £22. Outside Europe, please write 
for details. 

I'm already a subscriber to AMTIX! and would like to 
choose my software at the special price. I enclose a 
cheque/postal order made payable to Newsfield for £6.00. 


My subscriber code number is 

Name. 

Address . 


.Postcode . 

Game 1 is . 

Game 2 is . 

OR I would like the ZAPP Assembler (tick) 


AMTIX! SUBSCRIPTION OFFER, 
1 — 2 KING STREET, LUDLOW, 
SHROPSHIRE SY8 1AQ 



















































































































































































MORE WHEEEEE, SPLAT 
(GENTLY) 


And yet another update on how the AMTIXS/CRASH/ZZAP! Dr Barnardo and 
Action Group charity parachute jump is progressing. C'mon people, we need 
your votes to push some of our staff out of a high-flying plane—they want to go 
— they really do ... 


I suppose that it was inevitable 
that those who didn't really want 
to jump should attract the most 
votes. ZZAP's very own Mr 
Rignall seems to be at the top of 
the list and he is very concerned. 
When he asked me how he 
should go about getting out of 
this mess I suggested that he 
should try being pleasant to 
people which would result in his 
being ignored. Of course the 
easier alternative would be to 
send a few votes in himself, to 
try and work his way down the 
list. He putthe proposition to his 
bank manager who simply ref¬ 
used to advance Julian the 
necessary funds. Strange thing 
was, the very next day we had 
some votes from a bank man¬ 
ager, for Julian! 

Franco Frey, The Newsfield 
technocrat, is more than a bit 
disappointed that he is lying 
only eleventh inthe jumptable. I 
am a little surprised by this as 
Franco writes quite a lot for all 
three magazines, mostly on 
graphics packages, so he really 
deserves to considered. Some¬ 
one at the last ZX Microfair 
really put his finger on Franco's 
problem, when he declared that 
Franco 'was a really nice guy'. 
The voti ng trend seems to be for 
the Newsfield equivalent of a 


video nasty, hence the strong 
showing by the likes of Gary 
Penn, Julian Rignall and Robin 
Candy. Send a nice guy aloft — 
Vote for Franco. 

While we are on the subject of 
video nasties that reminds me of 
Mr Candy, who in truth is a good 



bloke, he's just misunderstood. 
There seems to be something of 
an ego battle being conducted 
between Messrs Candy and 
Mangram. Each of them see the 
number of votes as a measure of 
popularity. This has naturally 
put Lloyd in a very difficult pos¬ 
ition, he isn't keen to allow his 
frail body to be ejected from the 
back of a Hercules. He is, how¬ 



ever, just as determined not to 
be shown up by 'that little 
jumped up poke person'. The 
CRASH Editor Graeme Kidd 
seems to be attracting more 
votes than he bargained for, so 
many in fact that the worried 
man was caught actually trying 
to edit the jump table. I have 
now taken steps to ensure that 
the table is kept where Graeme 
can't find it, on his desk. 

The software industry contin¬ 
ues to donate prizes. Among the 
latest contributors are Ocean, 
The Hit Squad, incentive and 
Micromega. The boys from 
Micromega, Neil Hooper to be 
exact, sent us a superb letter and 
what must be World's most 
awful joke, so appalling in fact 
we feel that it would be irres¬ 
ponsible to print it. We can, how¬ 
ever, make it availableto anyone 
daft enough to want to see it — 
for a mere five votes a read. And 
yes Neil, we would like to hear 
the one about His'n'Hercules. 
The Ram Jam Corporation have 
promised to send us a bumper 
box of prizes and a respectable 
block of votes. A sudden burst of 
generosity perhaps? Well not 
entirely, it seems AMTIXI's Sean 
Masterson has upset them. Ram 
Jam, far from being a bunch of 
wallies, quickly calculated that 


sending a substantial number of 
votes for Sean would be a lot 
cheaper than paying the train 
fare fortheir heavy mob to come 
all the way up from London. 
Smart. 

Even John Edwards, the client 
liaison person, has collected a 
vote! As yet I have been unable 
to track down the source but 
suspect that it may have come 
from an advertising agency, if 
so, send more. The Army would 
be truly grateful of the opportun¬ 
ity to test the lift capacity of a 
civilian-laden Hercules. I can 
think of no better way than by 
sending John, Graeme Kidd and 
Gary Liddon. 


Remember, whoever you chose 
as a victim, never forget that 
every penny you send will go 
towards making a handicapped 
person's life easier. 


This months voting recommen¬ 
dations: 

FRANCO FREY because he's daft 
enough to really want to do it, 
and GARY LIDDON because he 
thinks he's man enough to. 


Next month we shall publish, for 
the first time, the Jump Table so 
far together with the pleas and 
excuses of the top six. 


I want.to jump out of a very high-flying 

Hercules (He or she may use a parachute at their 
own discretion) 


I enclose a donation off.(minimum of £1.00) 

and no coins please. We get charged for receiving 
them. 


THE COMPETITIONY BIT 

Name three flight simulation games 

(D . 


I am frequently known as 


( 2 ) 

(3) 


and can be reached at . 

In fifteen words or less, using your skill and judgement 
. and a pen, complete the phrase below in the most apt 

Postcode . and original way: 

SEND YOUR VOTES AND LOOT (NO COINS!) • WANT JEREMY SPENCER TO JUMP BECAUSE 
to: 

WEEeeeee SPLAT! PO BOX 10, LUDLOW, 

SHROPSHIRE, SYS 1DB . 


STOP PRESS! Oli offers original cover painting as a prize for the voters in the Loony Leap Charity Competition! 
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Brrrrrrrr - - - 

Tick click tickaty tick 


Plug into Telecom and 
let the chips chatter 


With the ten kits on offer you and 
Straddles can enjoy getting out 
and about together. Meet all 
sorts of wonderful computers, 
chat up an isolated database, 
form a meaningful relationship 
with a mainframe and get to 
know other Amstrads. This is 
your Amstrad's chance to get 
out and go cosmopolitan. 

The GEC Modem is styled on 
their professional range. The 
modem operates at 1200/75,75/ 
1200 or at a pseudo 1200/1200. 
An unusual feature of the DATA- 
CHAT is that it draws its power 
from the phone socket and Tele¬ 
com don't mind, because they 
approved it. Altogether this is a 
very smart and reliable package 
with which any Straddles would 
like to be seen. 

To drive the modem you will 
need a serial interface and a 
reasonable chunk of software. 
Honeysoft have offered ten of 
their highly versatile interfaces 
together with the necessary 
software. The Honeysoft Inter¬ 
face allows dual-channel oper¬ 
ation so you can use CP/M 2.2 to 
the full. It also boasts a full X 
on-X off implementation allow¬ 
ing software handshaking from 
BASIC. To reduce the problems 
caused by cable connections the 
interface automatically enables 
unused handshake lines, so it 
won't get angry when a pin is 
not connected. The software 
supplied with the interface sup¬ 
ports full Prestel emulation with 
an enhanced character set and 
two screen modes. Full telesoft¬ 
ware capability means being 
able to download programs and 
games over the phone network. 
Should you want to talk to the 
likes of Telecom Gold then the 
scrolling software also allows 
that, together with the transfer 
of Xmodem and ASCII files. 
Incoming data can be spooled 
(written continuously) to printer 
or disk. 

Just so you can have some¬ 
body to chat to, Micronet are 
giving away ten, one year sub¬ 
scriptions. Micronet 800 puts 
you in touch with 60,000 other 
users giving you access to news, 
games, gossip, Agony Aunt, the 
famed Wednesday night chat- 


Have a magic moment with a modem; 
courtesy of GEC, HONEYSOFT and 
MICRONET who have each donated ten 
prizes, each of which would be worth win¬ 
ning alone, but all three together... can 
you cope? 


line and, of course, the cheapest 
and fastest postal service in the 
land, Mailbox electronic mail. 
The subscription includes 
access to the 300,000 pages of 
information on Prestel including 
everything from international 
news to the length of a Mini 
Metro. Dialing up Micronet is a 
lot cheaper than you might 
think, 98% of telephone subs¬ 
cribers are only a local call away 
and the service is free in the 
evenings and at weekends. 


For such a superb prize you 
might expect to have to move 
Heaven and Earth to win it. Not 
at all, the competition is 
simpl icity itself. If you look at the 
drawings below you will notice 
that there are some differences. 
Yes, this is a spot the difference, 
but with a difference — we aren't 
telling how many differences 
there are. 

Compare the two pictures 
until you have gone boggle eyed 
and then circle the differences 


on the right hand picture. The 
last bit is easy, but vital. Write 
your name and address on the 
form below (you would be 
surprised!). If you prefer you can 
photocopy the page but please 
don't be tempted to send more 
than one entry, the competition 
minions are specially trained to 
spot the cheats. 

Write on the back of the 
envelope the number of differ¬ 
ences that you spotted and put 
our address on the front. 
BEEEEPCOMP, AMTIX!, PO BOX 
10, LUDLOW, SHROPSHIRE, 
SY8 1DB. You must do all this by 
the 30th. January 1986 because 
that's when the competition 
closes. 


Name .. 
Address 


Postcode 



















































IN THE LAST FIVE YEARS 



Black and white frame grab (put into memory from a video 
camera) of a linocut which was then coloured using PLUTO's 
Designer Software 
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computer graphics techniques 
have improved dramatically, 
partly owing to advances in hard¬ 
ware and party owing to improv¬ 
ements in software design. But 
the most significant develop¬ 
ment in the past half-decade has 
been a dramatic increase in the 
amount of computer graphics 
capability your money can buy. 

Perhaps the Spectrum at the 
very bottom end of the market. 
Nevertheless, running software 
such as The Artist, some quite 
spectacular effects may be creat¬ 
ed on the screen for what 
amounts to peanuts, pricewise. 
At the top of the range is a system 
involving Cray computers cap¬ 
able ot creating complete, 
incredibly detailed animated 
sequences which can be used in 
feature films. You can be talking 
in terms of 8.5 trillion calculations 
to produce one second of anim¬ 
ation at this level, though ... all a 
bit much for the Z80 processor! 

But you don't have to have a 
budget with lots of zeros after the 
pound sign to become involved 
in computer graphics — a few 
thousand pounds will set you up 
very nicely with a system like that 


made by PLUTO GRAPHICS 
which can be driven with a BBC 
computer. And for less than 
twenty thousand pounds it's 
possible to acquire systems cap¬ 
able of producing sophisticated 
images suitable for professional 
video applications such as that 
used and sold by SPACEWARD. 

The applications for computer 
graphics are many and varied — 
and the range is growing daily as 
the price of tne equipment 
renders the application of such 
techniques viable for a wider 
range of organisations. A great 
deal of progress has been made 
in the field of graphic design and 
printing — it's now possible to 
produce an entire page of a mag¬ 
azine or newspaper on a VDU 
screen, adding text, headlines 
and pictures and then sending it 
to a machine which prepares tne 
plates from which the finished 
page will be printed. Soon entire 
newspapers and magazines will 
beproauced this way. 

Computer graphics are being 
applied in business—to produce 
artwork for presentations, 
brochures and catalogues. Using 
image recorders, 35mm transpar- 

















YOUR AMSTRAD 
NEEDS OREMLIN!! 




WANTED MONTY MOLE 

Monty makes a daring.coal snatching raid to 
his local pit. Filling his bucket as he dodges 
the trundling coal crushers and roaming 
coal drills. With his bucket filled. Monty 
makes his escape, only to surface and find 
his way is blocked. Seizing his only chance 
Monty collects the secret ballot papers 
and vote casting scroll. But when it comes 
to the heavy stuff a personal bodyguard 
of super fit pickets and deadly flying 
hairsprays, put up an almighty struggle 
with our valiant Mole. 


TAPE 


ABU SIMBEL PROFANATION 


Over 3000 years ago, Ramses II built the 
Temple of Abu Simbel. For over 30 
centuries, ail its secrets have remained 
hidden to human eyes . 

Johnny Jones, hero and explorer 
extraordinaire, has entered Abu Simbel and 
fallen victim to the Pharoah’s spell. In 
order to continue his adventures he must 
free himself from the spell, reach the 
mortuary chamber and discover its secrets! 


TAPE 
& DISK 


MONTY ON THE RUN 

Super fit and desperate for freedom, 
our frightened hero finds refuge with the 
criminal underworld who offer him his 
chance to breathe fresh air and bask in the 
sunlight once again. Monty must select the 
correct five elements of his freedom kit 
from the many he's offered and not miss 
out on the hidden gold coins that will make 
him a mole of leisure. 


THING ON A SPRING 

The evil goblin is wreaking havoc on an 
unsuspecting world, casting spells and 
banishing its treasures to his underground 
factory deep in the bowels of the earth. 
How can he be stopped? What can we do? 
Who can do it? There’s only one saviour - 
our hero - Thing on a Springl 
Complete the magical jigsaw and break his 
fiendish spell. 


Gremlin Graphics Software Limited 198S. Alpha House, 10 Carver Street, Sheffield SI 4FS. Tel: (0742) 753423 = 
























Hand drawn picture input to the PLUTO system using the digitising tablet 



A business-type graphic produced by the IMAGE BUREAU, a 
firm which specialises in such things. The aircraft are taken 
from a library of images held in their computer's memory 


encies can be made from a com¬ 
puter generated image at such a 
nigh resolution (8,000 lines) that 
the finished result is as impress¬ 
ive as real artwork. 

In the hands of an artist or illus¬ 
trator, a computer graphics sys¬ 
tem can really come to life, allow¬ 
ing the artist to work with the 
medium in a way that is preclud¬ 
ed by traditional techniques. 
Foreground, middleground and 
background elements of a pic¬ 
ture can be held in memory and 
altered separately. A building 
drawn on and neld in back¬ 
ground memory, for instance can 
be enlarged, reduced and moved 
around using the most sophistic¬ 
ated systems, without affecting 
the rest of the picture. 

In industry, Computer Aided 
Design and Drafting techniques 
now assist in modelling stress in 
structures; and using kine¬ 
matics, it's possible to simulate 


PICTURES 
HELD IN 
RAM 


movement in an assembly held in 
the computer's memory as a 
representation of the solid object 
or device. A great deal of time 
and expense in development and 
testing of prototypes can be 
saved using such techniques. 
Drafting systems can produce 
blueprints and technical draw¬ 
ings about five times as fast as a 
human draftsman - and updates 
can be entered and the whole 
drawing re-output up to 25 times 
faster than it can be done man¬ 
ually. It is in the fields of video, 
film and television that computer 
graphics have had their most 
obvious impact, however. Not 
only are the budgets available for 
producing advertisements, films 
and television programs general¬ 
ly large enough to warrant the 
use ot expensive equipment, but 
the end results are seen by a 
massive audience. Systems such 
as the QUANTEL PAINTBOX, 
which literally allow an artist to 
manipulate, draw and paint 
video images have been respon¬ 
sible for some very sophisticated 
video graphics. And techniques 
have now advanced to the stage 
where it is viable to shoot a film 
on video, edit it and then put the 
finished opus onto film for dis¬ 
tribution on the traditional 
cinema circuit. 

The story turns full circle 
however . . . another Z80 com¬ 
puter, the humble Spectrum, has 
already been, usea to provide 
graphics for broadcast TV prog¬ 
rammes. Designer Dave Beeson 
used his Spectrum to produce a 
graphic sequence for a prog 
ramme on hacking for Central 
ITV this year — and a couple of 
years ago, the end credits for 
Central's MAGIC MICRO MISS 
ION were written on a 16K 
Spectrum by Simon Goodwin, 
the technical wiz for our sister 
magazine, CRASH. 



An example of the kind of chippery pokery involved in a specialised 
graphics system nowadays. There's probably enough to build half a dozen 
Amstrads and still leave change... 



Amazing what can be achieved even with a computer as small as a 16K 
Spectrum using BASIC. This little sequence formed the end credits for 
Central ITV's THE MAGIC MICRO MISSION. 
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Imagine Soft ware is av ailable from: 

WHSMITH ,'jmmm.WOOUHOirm. LflSKYS Rum 

Spectrum Shops and all good dealers. 

Imagine Software (1984) Limited *6 Central Street' 
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Explore an entire world/n‘Cauldron’-A spectacular arcade adventure 
featuring sfioot-’em-up and platform jumping. 

Available from all good Computer Games Shops or direct from 
Palace Software, 275 Pentonville Road, London N1 9NL. 


PALACE 

software 


Dear Palace Software, 
Please send me_ 


Name:. 


of Cauldron (Amstrad) 


cassette(s) Address 


@£8.99 


Please add 80p P&P to your order, fayment 
by cheque to Palace Software, Postal Order 
ii or by Access/Barclaycard No- 

1_a__ 


Postal Code. 




























^ GOOD 
MORNING, HERETIC/ >v 
IS THIS NOTH FINE \ 
VIEW OF THE PAINTINGS 
I OUR GODS HAVE ETCHER, 
kl IN THE SW ? 


-HND SPIKE THE 
MERCHANT — 
ALONGSIDE M 
S. them , 


no~no/ please 
r notme/ i 

■mmlWHY ME ?!J 


Update: 

If you're marooned someplace, you worry about how to 
get home. Even old Crusoe, on a palm-fringed paradise 
with domestic servants, worried about the boat home - 
and he knew where he was. The passengers of the finer 
"Arcadia" knew only that their 'island' was one planet of 
an uncharted Dyson-Sphere solar system. It was a harsh, 
unfriendly place... 


■TERMINAL MAN! 


Some bits were 

DOWNRIGHT 

WICKED,,, 

THE Cl TV OF KEBWOB, 
FOR EXAMPLE 


hi HOME OF THE VICIOUS DESPOT 
VIL&ARRE — HIS JUSTICE WHS 
SWIFT, UNFAIR FIND PERMANENT,,, 


^L-THEY ORE 
GUILTY OF BRIBING 
THIS MERCHANT HT 
HALF THE APPROVED 
RATE — 


— IMPRLE ^ 
THEM ON THE 
. PALACE . , 

P WALLS /A 


* ^ wo/ , 

NO NOT THAT/ THOSE 
ARE PLANETS — WORLDS 
LIKE THIS ONE - THEY ARE 
NOT PICTURES PAINTED BY 
k- YOUR GODS/ I-I KNOW 
YOU DON'T BELIEVE, 
. ME-SUT THEY'RE RERL / 


Y-YES, SURE / THEY'RE 

WONDERFUL / ANYTHING 
k. YOU SRY„, m 


■T* YOU SHOULD 
HAVE HELP OUT 
FOR THE FULL AMOUNT, 
ALL YOUR PROPERTY 
^ IS FORFEIT TOME, 


V GOOD, I'LL 
TAKE IT OUTSIDE, 
BRING THE HERETIC, 
* HE CAN FIMUSE ME 
^ WHILE I EAT,,/ 


NEXT/ 


SPEAK THE TRUTH, 
HERETIC/ WHAT ARE 
THOSE OUT THERE? 
THE TRUTH ~OR MY 

MEN WILL USE 
THE KNIVES 
k n&RiN,,, ^ rak 


BREAKFAST, SIR , 
YOUR CASES ARE 
FINISHED FOR M 
TODAY, ^ 




_ 


The heretic' - onje op 

RRCRPlfl'5 PR5SEN&ERS 
CAPTURES BY VIL^flRRE'S 
MEM/// 
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OH l BELIEVE YOU/HERETIC 


WHAT I WANT TO KNOW IS 
HOW DO 1 REACH THEM/ A 
HOW CAN I TRAVEL TO >. m 
THESE PLANETS *fV 
OF YOURS/ ^^M- M 


' YES, MV ^ 
PEAR HERETIC 
i l WILL FIND 
V THIS 4 

SLcross-J 


in STARSHIPS - ^ 

Y VESSELS WHICH MOVE 
“ THROUGH SPHCE/ BUT I 
KEEP TELLING VOU I DON'T 
. KNOW HOW THEV WORK, 
^ l CAN'T BU1LP ONE; 
W' FIND CROSS - ASK 

Hk cross -he knows t 


k AND HE ^ 

WILL MAKE SHIPS 
FOR ME, SHIPS TO 
JAKE ME TO THESE 

k 'PLANETS' - A 


-BUT MV GRANDSIRE ~ 

TOLD TALES OF PEOPLE 
WHO TRAVELLED INJ 
THE SKY, IN GREAT l| 
FLYING WAGONS^ M 
BELCHING FIRE— ^ 
HUGE SMOOTH 1 

ARROW "LIKE THINGS J 
. HE SAID/, 


CROSS,THE LEAPER OF THE. 
ARCADIA'S SURVIVORS, 
WHS ALREADY SEARCHING 
FOR A SHIP - BUT NOT TO 
SPREAD VILGARRE'S REIGN 
OF TERROR, HIS OBJECTIVE 
WAS TO GET HIS PASSENGERS 
HOME 


ONLY THINGS^* 
LIKE THRT ■^3S| 
ARE THE RELICS- ^ 
PRIESTS CLAIM THEV WERE MADE 
BY THE GODS' OUJN HANDS - 
THEV GUARD 'EM REAL HARD A 
WAV OUT IN THE DESERT,,, 


THE PRIESTS ^ 
TEACH THAT THE SKY 
IS A PICTURE PAINTED 
BV THE GODS—THAT. 
VTRAVEL TH EKE IS Q 
\lMPOSSIBLE mJSi 


WVES, ^ 
Y THAT'S RIGHT, 
r SHIPS WOULD BE 
1 LIKE THAT—ARE_ 
THERE NONE LEFT,,? 


OLD MAN, I MUST GO 
TO THESE RELICS, 
WILL VOU HELP ME BY 
GIVING SHELTER TO . 
MY PEOPLE WHILE I 1 
MAKE THE VOURNEYPJ 


THE VOURNEY WAS 
NOT LONG,;, _ 


And so ,with 

THE RRtf APIA'S 
PASSENGERS IN THE 
SAFETY OF THE VILLAGE, 

CROSS,3INKIMAS AND 
MANDRELL SET OUTm 


W IF THEV ^"*4 
• HAVE FOOD -AND 
THEY'LL SHARE IT, 
THEY'RE WELCOME 
HERE ,FRIEND, 


— BUT THERE WERE AMPLE REMINDERS 
THAT IT WAS NOT SAFE EITHER/,, 


k 


STORY BY KELVIN GOSNELLc 



AWN BY OLIVER FRE^ 
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YOU WERE RIGHT, 
CROSS — THOUGH 
GOP KNOWS 
.HOW/// 


CORRECT, THE^^^^S 
T SHAPES ARE COMPATIBLE 
/ WITH SHIP HULLS, TRACES 
OF NUCLEAR ACTIVITY Too. 

MOVE TO THE RIGHT - WE 

COME IN FROM THERE, IT IS- 
S NOT WELL GUARPEP —\m 


t THIS ^ 
MUST BE 
. IT,CROSS 


[ I KNOW — M 
IT IS ALU 
THAT MATTERS 

^ IN HERE /// 


THESE RRE SHIPS, THIS WAS 1 
ONCE A COMMANP OR GUIDANCE: 
CENTRE - I MUST INTERROGATE j 
WHAT IS LEFT OF ITS MEMORY, € 
YOU MONITOR OUTSlpE Ttera^Xl 
tv THREATS,,, __ 


LEAVE IT, 
MBNPRELL- 

j HE CAN 
l PO IT/ 


^ WHAT? WHO 
flREVOLl KIPPING - ? 

V NO ONE CAN,,, 


T „/1 PON'T 
► UNDERSTAND V. 
HOW, BUT ALL. 
THREE ELEMENTS 
WERE SMHSHEP 
TOGETHER WHEN 
k THE RRCAPIA y 
^ CRASHED,,, /a 


WHAT PIR£ YOlI™ 
GABBLING ABOUT, 
h^GiRL/R jar/ 


* MESHING PIRECtTH 
WITH THIS OLP ^ 
SYSTEM'S STORAGE 
BANKS,,, * 


PRETTY NEAT TRICK, 1 ) 
BET HE COULP ^ 
r CLEAN UP A FORTUNE 

manipulating the 

L GAMBLING MACHINES 
ftL BACK ON EARTH, / 
EH,OIN^— 


.(- ICAN ^ 
V* REAP ITS 
/ MINP/ THERE 
I IS NOTHING 
THERE BUT 
LOATHING RNP 
. SLOOP LUST/ 
k THE POOR ,„ 


SOMETHING 

COMING — 
SOMETHING 
HIPEOUS / 

v THE POOR,,, 
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PESECRRToRS/ Ybu Soil. 
.THE WORK OF THE ^ 
&OPS / you , _ 

Wfc SHRLL PRV/ JH 


r — PRV 
WITH YOUR. 
I LIVES/ 


OOSEF /YWNPRELL 


ONLV PflVS WHEN 
HE LOSES R BET, 
^FRIENP- . ^ 


-RNP 
I OUST/,/ 


WON 
THIS , 
SAME/ 


THE OP PS ORE 
SHORTER THAN VOU 
THINK, MRNPRELL- 
THESE MACHINES 
HAVE LAIN INACTIVE 
TOR CENTURIES — - 


TWICE/ 


l \y THOU&H 

I PON'T Fl&URE^ 

W the next ©rme 

V TOO WELL -TR/IN& 
r TO ESCAPE FROMTHE 
1 BRCKSIPE OF NOWHERE 
WITH R PSl-FREAK RNP 
R MIXTURE OF MAN, 

1 MACHINE RNP fl 
L COLLECTION OF BU&S 
k IN fl SHIP WE KNOW 
NOTHING ABOUT,,/ 


— NONE” 
r OF THESE 
VESSELS HERE 
WILL EVER LEAVE 
l THIS PLflNET 
^ R&RIN / 


More action next month! 


r 
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The return of the legendary crusader - skilfully fencing 
his way through twenty screens of mystery and danger! 
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